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UTV Toons has a portolio of more than 625 episodes of animation that have been broad- 
cast on channels across the world. The studio is known for its versatile team of artists who 
have successtully delivered all genres of 2D, 3D and Traditional Animation. Call us now for 
your animation service and co-production needs. 


+9] 98200 32964 (India) or +1 646 258 8519 (USA) 


UTV Toons is o division of UTY Software Communications Lid. (Mumbai Stock Exchange: UITVSOF) 
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delivers a “Down Under” take on the holidays. [by Ramin Zahed] 


34 Licensing 


. 4 34 The Ultimate Animation Lover’s Holiday Gift Guide. Our picks for some special toon- 
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46 Community Theater. Young animators reap the rewards of a fruitful relationship 
between CalArts and the city of Los Angeles. [by Ellen Wolff] 50 3D Pete. Our hero gets 
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52 A Day in the Life. Santa Monica-based studio Naughty Dog lets down its 
guard as we visit animator Josh Scherr. 
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On the Cover: Created by Carlos Ramos, Nickelodeon’s clever new series, The X’s, 


joins the cabler’s lineup in November. 
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EDITOR'S NOTE 


t’s funny the things that stay with you after a crazy week 

of braving a crowded market like last month’s MIPCOM in 
France. As our company president Jean Thoren and! met and 
talked to many of the talented and brilliant folks at the TV 
mart, | promised to make note of all the cool projects com- 
ing up in the pipeline for future issues of the magazine. If it 
weren't for all the notes we took and the colorful one-sheets 
handed to us, there would be no easy way to keep a tab on all the inventive 
toons in production and development all over the world. 

Of course, like every market these days, the promise of high-def, mobile plat- 
forms and real convergence had everybody searching for new content partners 
in a mad fury. It seems that everyone wants to make a Survivor-type alliance 
with the shiny new kids on the block, regardless of how the business mod- 
els may evolve in the years ahead. Another trend that was clearly palpable 
was how many more European animation houses have been able to crack the 
previously impenetrable U.S. markets. Cartoon Network, Nickelodeon, Jetix, 
Kids’ WB!, 4Kids and Discovery Kids all made recent announcements about 
such acquisitions. This is all good news for animation producers in Canada, Eu- 
rope and Asia 

Although many of the names and images are doing a crazy chicken dance in 
my head right now, | am happy that we got a chance to learn about two spe- 
cific projects. The first was a new animated show created by the dynamic folks 
at Vancouver’s Nerd Corps. The company’s founder Asaph Fipke and its new 
president Ken Faier (formerly of Alliance Atlantis) showed me a clip of the visu- 
ally stunning Storm Hawks on Faier’s much-envied PSP unit. Although the show 
is produced with state-of-the-art CG technology, it has a deceptively simple 
faux 2D finish that makes it even more interesting to the eye. 

Also very promising is the new Yellow Giraffe’s Animal Stories series, which 
incorporate the poetry of writers such as William Blake, Rainer Maria Rilke and 
William Butler Yeats to convey emotions and experiences familiar to children. 
Directed by Janna-Maria Wahlforss and Antonia Ringborn and produced by toon 
veteran Mikael Wahlforss, the traditionally ani- 
mated show is a labor of love in production at 
Turko-based Aboa Animation Studio. The beau- 
tiful oil-on-cel drawings and the universal mes- 
sages of Yellow Giraffe made it land on top of 
our favorite finds atthe market. Telescreen 
and Pearson Broadband are handling distribu- 
tion rights. If there’s any justice in toon town, 
the show will find suitable broadcast or cable 
partners all over world in the next few rae 
months. ff 
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chee wetekee What the heck is "8 Hats High" ? 
Simple. We're a animation studio and production house that 
provides many different related service. We wear many hats. 

We bring a sense of fun and creativity to our work and use 

it to give our clients exactly what they're looking for. 








From storyboards through digital ink & paint, 
compositing and post production, we make 
it our business to bring your 2D short, 

TV series, Flash-toon, or Feature to life. 








Give us a call 
845.344.1888 
Shatshigh.com 


2D e 3D ° Fab e Medes: ° , Animatics © Background Art 
Flash © Webtoons © Digital Ink & Paint © Compositing © Post Production 
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The Animation Planner 


VY Animation and £. Oscar-winner Charlize 


| - Look for some cutting- 
tech fans gather at the Therone will battle all kinds edge toons at the ION 
7th Intl. Animation of villains as a tough secret International Animation, 


Technology Forum held in agent in the live-action 
the beautiful French town of version of Aeon Flux 


Games and Film Festival 
in Los Angeles (www. 












Angouleme (www.magelis. opening in theaters today. lontilmfest com). 
org/gb/forumtechnologies/ | , — 
= ih - 
UJ it’s a big holiday shopping day ’ uJ Get ready to meet : ) You still 
ror toonheads as the majestic Aslan (Liam have a few days before the 
the DVD arrivals Neeson), the White Witch Christmas holidays, so why 
include Aqua | (Tilda Swinton) and not hop on a plane and — . 
Teen Hunger the rest of C.S. Lewis’ check out the 2nd : | 
Force Vol. 4; Batman: The Animated a wonderful characters in International a 


Series Vol. 4; Gargoyles: Season Two, 
» Vol. 1; The Proud Family Movie; Star 
Wars: Clone Wars Vol. 2; Superman: 
The Animated Series: Vol. 2; Walt 

| Disney Treasures: The Chronological 

| Donald, Vol. 2. 


© Chronicles of Narnia: The ‘echnology, 
* Lion, the Witch and the | Knowledge 
Wardrobe. and Society 


in Hyderabad, India (www. 


technology-conference.com). 


_ Disney’s adaptation of The Conference on a 


I 
= 





d = » 
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WS All kinds of cool bells | } F Director Peter Jackson’s much-anticipated holiday film King Kong roars into theaters 


and whistles are included —_ today. Look for lots of awesome visual effects courtesy of the folks at New Zealand’s Weta studio. 
in the new DVD Sin City Cf oe pe peer 


(Recut and Extended 
Edition), in stores today. 
Also, keep an eye out for 
Cowboy Bebop Remix 
Vol. 4; DICE: Season 

1 and 2; Kronk’s New 
Groove; Scooby-Doo in 
Where’s My Mummy? 


Z Ff lfyou’re dazzled by 
lim Burton’s Corpse Bride and 
the latest Wallace & Gromit 
movie, you may want to enroll 
in Max the Mutt’s 10-day 


ZW The New World, director 
Terrence Malick’s beautifully 
shot 17" century saga, 
opens in theaters. Cory 
and Todd Edwards and 


c. U The Code Lyoko 
Vol. 2 DVD is the sole new 
arrival in stores today! 







Tony Leech offer a fresh Introduction to Stop- 
take on the familiar tale of Motion Animation class, 
Red Riding Hood in the CG taught by Jason Thompson in 
feature, Hoodwinked. Toronto (www.maxthemutt. 
com). 
Tc get your company's events and pro ducts listed in this montt ly Calen dar, please e-mail Ssurmatl @animationmagazine.net 
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Boons We Love 


Tunes for Toons 


By Daniel Goldmark 


by Sarah Gurman 


(University of California Press, $24.95) 


n 1940 Walt Disney released 

Fantasia, an animated feature 
that boldy merged the world of 
cartoon characters likeMickey 
Mouse with the classical sounds 
of masters such as Beethoven 
and Prokofiev. This sterling work 
spoke directly to the powerful 
force that can be generated by 
synchronizing music and moving 
pictures. Author Daniel Goldmark 
explores this critical relationship 
in Tunes for ‘Toons, an in depth 
voyage through the history of 
cartoons and their accompanying 
melodies from the 1930s to 
the 1950s. With an emphasis 
On opera, jazz and classical 
music, Goldmark delivers a much- 
needed historical context as he 
looks at the impact of music on 
character, story and the general 
mood of classic animated works. 
The book chronicles significant 
moments in animation music 
historyincludingthecontroversial 
appearance of jazz great Louis 
Armstrong in the 1932, I'll Be 
Glad When You’re Dead and the 
broad popularity of Chuck Jones’ 
masterful Wagner parody What’s 
Opera, Doc?. 

Zoning in on the careers of 
cartooncomposing powerhouses 
Carl Stalling and Scott Bradley 
who set the standard for 
scoring animated comedies, 
Tunes for ‘Toons includes cue 
sheets, articles, interviews 
and actual pieces of music to 
help the reader understand 
their different strategies for 
harmonizing notes with images 


P 


MUSIC AND THE HOLLYWOOD 


in motion. It’s fascinating to read 
about Stalling’s use of the visual 
pun to heighten gag effects as 
he composed for Warner Bros.’ 
Merrie Melodies and Looney 
Tunes. For example, in Tex 
Avery’s 1936 short Porky’s Duck 
Hunt, Stalling has “Listen to the 
Mocking Bird” play while Porky 
tries to shoot a_ perpetually 
teasing Daffy. In 1943 Bradley, 
the music maestro behind MGM’s 
Tom and Jerry, expressed his 
vision for the future of animated 
compositions noting, “when the 
hoped-for millennium — arrives, 
music will be fully as important 
as the picture—in fact, one willbe 
entirely dependent on the other.” 
Goldmark’s tome reveals that 
this inextricable link between 
the two mediums has always 
existed, both elements essential 
in creating the unforgettable 
effects we cherish. 
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The Best Little Toon 
House In Austin 


et’s start with 

the wonder- 
ful name, which 
jumpstarts all 
kinds of crazy im- 
ages in the mind: 
Horseback Salad. 
That’s what the 
Austin-based _ani- 
mation studio Is 
called, and the 
inspiration was an unproduced screenplay written for the Marx 
Brothers by Spanish artist Salvador Dali (Giraffes on Horseback 
Salad). The studio has had a great year, thanks to a series of 
Flash-animated DVDs they produced with children’s author Trev- 
or Romain. Under the Entertainment that Matters banner, these 
80-minute projects address issues such as dealing with bullies 
or parents’ divorce. The shop has also done some killer work for 
music videos, including Pat Green’s current country hit “Baby 
Doll” and Austin’s own folk legend, Patty Griffin, with “Rain.” 

The studio was formed five years ago by Yehudi Mercado, 
Jimmy Tovar, Hoyt Lindley and Steven Mullins. Their first proj- 
ect was designing a trivia game for the Alamo Drafthouse mov- 
ie theater, and strong word of mouth led to bigger projects. 
Mercado says they just finished a commercial for MTV and a 
couple of spots for a clean air initiative. He also finds himself 
traveling to Los Angeles to raise the profile of his shop and 
pitch original concepts for animated shows. 

“For the Trevor Romain DVDs, we had our process down, 
SO we animated with Flash 
straight on Wacom tablets,” 
says Mercado. “We skipped 
the storyboard step and 
went directly to animatics. , , 
We were able to deliver the 4 h 
animatic in a week.” Accord- lil 
ing to him, the first episode fRMcIeIKCieeis loa plellg 
cost only $85,000, and each 
succeeding episode Is $120,000 now that they’re adding more 
3D effects in the mix. 

So what does he think of the current toon climate? “It’s 
great to see people being more open to Flash animation,” he 
says. “The whole online boom has also been a positive force. 
Just look at the success of the JibJab guys as an example.” He 
also has some good advice to young entrepreneurs who are 
launching their own animation studios: “Make lots of contacts 
and be prepared to barter. Say we'll do your website and you 
can help us do our music! We've been very lucky in terms of our 
connections and word of mouth.’ To find out more about this 
Texas hot spot, visit www.horsebacksalad.com 


Patty Griffin’s “Rain” 
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When in Rome 


A52 delivers a spectacular animated 
sequence for HBO’s historical drama. 


M edia watch- 
ers have al- 
ready made note 
of the full-frontal 
nudity, the blood- 
soaked violence 
and the outra- 
geous sexual 
peccadilloes of 
HBO’s expensive 
series Rome this 
fall season. How- 
ever, It’s the epic’s stunning title sequence that has impressed 
vfx and animation aficionados. 

The go-second title sequence mixes live-action footage filmed 
on location in Rome with wall graffiti that comes to animated life, 
depicting the familiar mythology we’ve come to associate with 
the decadent period. The memorable opener is the handiwork 
of West Hollywood-based studio A52, which also delivered the 
award-winning openers for the cabler’s Carnivale and Deadwood. 

Under the direction of Angus Wall and Scott Boyajan, the team 
researched the many aspects of the tumultuous era, including 
the Lupercal and October Horse festivals. Using original art by 
Josh Bayer and Eugene Yelchin, the A52 team integrated the CG 
graffiti into the city’s walls. One striking sequence depicts an ani- 
mated chariot race, which was created from varied-rate footage 
and required massive 3D tracking. Using the most vibrant colors 
possible, the artists added grain and details to the walls, relying 
on Alias Maya for CG animation and Mental Ray for project ren- 
dering. All vfx were handled using Discreet’s Flame and Inferno 
systems form Autodesk. 

“On many projects, you start off with storyboards and everyone 
has a good idea of what It’s going to look like when it’s completed,” 
says vfx artist Kirk Balden. “This was very experimental right to 
the very end. The tone is pretty much unlike anything we’ve done 
and most 
of what any 
of us have 
seen.” If you 
missed the 
run of the 
series on 
HBO (Sunday 
nights at 9g 
p.m.), don’t 
worry. The audience’s enthusiastic reception of the Roman chron- 
icle has led to a second season order. 
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HAVE YOU EVER HEARD OF 
MINDP- SHIFTING? 












DO YOU MEAN THE NEW WAY OF 
THINKING ABOUT SYNPICATION? 





THAT IT REALLY MEANS PISTRIBUTION CF CONTENT ACROES 





EVERY AVAILABLE PLATFORM AND DEVICE? THAT IT’S THE WAY WE’LL 





HOW PIP YOU BECOME SO SMART? 


‘| JUST KEEP UP 
WITH NATPE. 


© 2005 NATPE. All rights reserved. 
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MONETIZE PROGRAMMING IN THE DIGITAL UNIVERSEP 





NATPEN. 








CONFERENCE & EXHIBITION 
TUESDAY — THURSDAY 
124,06 —1.26.06 
MANDALAY BAY RESORT 
LAS VEGAS NEVADA 
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Three Times a Thief © 


Sucker Punch takes its best swing at keeping the Sly 
Cooper franchise fresh the third time around. by Ryan Ball 


to steal precious hours of your life with 

the new interactive adventure Sly 3: 
Honor Among Thieves. And if we've learned any- 
thing from Hollywood, it’s that delivering a satis- 
fying third installment Is a tricky thing. For every 
Indiana Jones and the Last Crusade there are a 
thousand The Godfather Part Ills and Blade Trini- 
tys. So how do you keep a popular video game 
from going the way of Jaws or The Matrix? For 
award-winning, Seattle-based developer Sucker 
Punch, It’s not about meeting expectations, but 
exceeding them-and throwing a few curveballs 
in the process. 

Sly 3 designer Nate Fox tells us keeping an 
ear to the ground Is key when putting together 
a game sequel. “We're always poking around 
the internet reading what players have to say 
about the game,” he says. “I’m sure they have 
no idea how powerful their opinions are in shap- 
ing what we make, but they’re our core fans 
and we should give ’em what they want. Game 
reviews on Sly 2alsohadabig 
effect on our choices for <= 
Sly 3. Any aspect of the old + _ 


game that wasn't popular |e 


T he Thievius Raccoonus recently returned 


we cut and worked hard 
to replace it with some- . 
thing excellent.” 

Fox says he personally 
liked the sense of team- 
workinvolvedin Sly 2andtried to 
push that concept to Its limits this 
time around as Sly assembles a 
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dream team of world-class thieves In order to 
pull off the biggest heist in history. He com- 
ments, “The new gang members are a bunch of 
fun-loving criminals, and when everyone Is work- 
ing together on a job it just feels terrific. Having 
never made first string on any sports team, | can 
only imagine that this is what It feels like.” 
Character Is also a key element for Sucker 
Punch, especially for the Sly franchise since 
the title Raccoon’s attitude and magnetic 
personality have contributed greatly to the 
success of the games. In playing to that 
strength, the studio has been committed to 
creating a flowing plot where the characters 
grow and change from one adventure to the 
next. At the end of Sly 2, Bentley, the team’s 
brains, gets seriously injured and |s confined 
to a wheelchair. Feeling responsible for the 
accident, Murray, the team’s muscle, is racked 
with guilt and ends up leaving the operation. 
“Sly 3 Is packed with events 
like this, which give the 
a characters 
Say a sense of 
history and 
depth,” Fox 
remarks. “At one 
point, Sly has to 
work — alongside 
one of the people who 
& whacked his father. How 
would you feel about 
that? | couldn’t do it and Sly 
doesn’t do it very well either. We 
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end up seeing a lot of different points of view 
in Sly 3. Even Carmelita (a cop!) is a playable 
character.” Fox also mentions that they have 
produced a new comic book to go along with 
the game and says the medium allowed them 
to express Sly’s inner thought process like 
never before. 

Another goal Sucker Punch set for Sly 3 was 
to create more dynamic, toon-shaded animated 
cut scenes, an objective reached with help from 
technological bumps in software and hardware. 
“It’s now easy for us to create big group scenes 
with characters animating all over the place,” Fox 
comments. “Camera moves, cuts and fades are a 
Snap now, too. As a result, the game has a much 
more cinematic bent to it than previous efforts.” 

As cool as the new animation may be, Fox 
says he and his team took a new approach and 
put all aspects of mission design ahead of the 
art production pipeline. “The result is a much 
more diverse game with worlds that are more 
explicitly crafted to accentuate gameplay,” 
he explains. “In other words, everything in the 
game was made to support the player's experi- 
ence. The Devilis in the details, so we wanted to 
make sure where to focus our energy for maxi- 
mum artistic impact.” 

One key to making any game successful Is 
building in that all-important replay factor, and 
Fox Insists that this lat- - 
est interactive heist has — 
it in spades. “Gamers are 
going to freak out when 
they see how much vari- 
ety there Is in Sly 3)” he 
boasts. “None of us re- 
ally had a handle on just 
how diverse the game- 
play was until we were 
done and had a chance 
to play the missions 
back to back. It’s crazy! 
Every wacko Idea we 
had during the produc- 
tion got In there... and 
then some. Our rule was 
if it’s fun, put It in’ and 
without question Sly 31s 
the funnest game we've 
ever made.” & 
Sly 3: Honor Among Thieves is available 
exclusively for PlayStation 2 and Is rated E for 





“Everyone.” The game builds on the success of 
previous releases Sly Cooper and the Thievius 
Raccoonus and Sly 2: Band of Thieves. 
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POSITIVELY IB 





NAB Post+ offers 120 advanced training sessions in the latest production and NZ E 


post-production techniques as well as Certified Training in Avid’s Xpress Pro, 

Apple’s Final Cut and Motion. The training conference is combined with a 

showcase exhibit hall of the latest content creation technologies from the ree testes caer 

biggest names in the industry. Come hear from the top talent in the business, f 

as Martin Scorses’s Academy Award-winning editor Thelma Schoonmaker, The NAB Post+Production Show 
Emmy Award-winning editor Chris Willingham and Academy Award-nominated 
editor Tim Squyers share their editing experiences and creative cutting 
challenges. If you are a professional TV/video/film editor, animator, visual 
effects artist, producer, director, Web designer or DVD developer... this is the 
East Coast show you've been waiting for. Don’t miss it! 


PRODUCED IN PARTNERSHIP WITH: 


November 15 

Chris Willingham, Emmy Award 
winning editor of the hit Fox 
Series 24. 


November 16 

iM al=)iaar-meexeraleve)alaat-1.c1emn\er-(el=)00 
Award Winning Editor of Raging 
DIUIIMCIICM AI AUEOe 


November 17 

Tim Squyers, Academy Award 
ao)anvial=\-¥nkelamalisimcxel ban arcana (0)a,qnele 
Crouching Tiger, Hidden Dragon. 








Chris Willingham Thelma Schoonmaker Tim Squyers 


Sponsored by: 


Register Now to Attend the East Coast’s Largest Video and Graphics Show! e 
Avicl | tekserve 
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Return of the Great French Warrior 


The world-renowned comic-book hero makes a triumphant leap to the big screen in M6 
Studio’s and A-Film’s Asterix and the Vikings. by Ramin Zahed 





o the uninitiated, the global popu- 
T larity of Rene Goscinny and Albert 

Uderzo’s wonderful comic-book cre- 
ation Asterix and his best buddy Obelix 
may be an unsolved mystery. However, ever 
since the first lush comic album featuring 
the 50 B.C.-era Gaul warrior was introduced 
in 1959, readers have embraced the book 
series, which also pokes fun at modern-era 
characters and events. Not only have more 
than 300 million Asterix graphic books been 
sold worldwide, seven animated adapta- 
tions and two live-action movies have 
generated 45 million ticket sales. <a 

Nevertheless, there was a 

general consensus that ~~ 
no animated movie had 
really been able to 
deliver the glorious 
graphic heights 
and comedic : 
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genius of the books. The good news Is that 
animation fans will have the chance to revis- 
it this popular character next year in a new 
animated incarnation. Produced by France’s 
M6 Studio and Denmark’s A.Film, Asterix 
and the Vikings promises to be the best an- 
imated adaptation of the comic-book hero 
to date. The film, slated for an April 2006 
release in France and Europe, Is directed 
by Jesper Moller (FernGully: The Last Rain- 
forest, Tarzan If) and Stefan Fjeldmark, the 
talented helmer whose credits include 
Jungle Jack land II (1993,1994), When. 
Life Departs (1997), Help! I'ma 4 
Fish (2000) and 
&: = —s The Shepherdess & 
ee the Chimney Sweep 
 _ inet 
According to the film’s exec 
producer, Natalie Altmann, M6 had 
been in conversations with Uderzo and 
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—Gossini’s daughter and son-in-law 
ry » for several years (Gossini passed 
We away in 1977), about reviving 

‘eee. the character in ani- 

@® nated form. “We be- 

\ gan by looking for the 
af best talent we could find,” 
» says Altmann, “and when 
~&2) we screened Fjeldmark’s Help I'm 
yr pe for Mr. Uderzo, he really 
MB appreciated the movie and 
thought the style would fit 
Asterix perfectly.” 

The next step was secur- 
ing the film’s 22 million euro 
budget, which came together 
thanks to the efforts of distributor M6 
Droits Audiovisuels, A.Film and presales. 
The team decided to focus on 1967 adven- 
tures titled Asterix and the Normans, be- 
Cause not only was it the first volume that 


Jia 
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reached the one million sales mark, 

it also had a strong visual sense. 
“This adventure is opened up, SO we 

» have the Viking country back- 
. = drop as well as the usual Gaul 
village setting.” 

The film’s screenplay, written 
by Jean-Luc Goossens in collab- 
oration with Fjeldmark with ad- 
ditional dialogue by Philip Lazebnik, takes 
off when the Vikings kidnap Justforkix, the 
nephew of the Gaul’s chief. Asterix and 
Obelix have to free the teenager before 
it’s too late. Of course, as fate would have 
it, Justforkix has fallen in love with ABBA, 
the daughter of the Viking’s leader. (Yup, 
she’s Scandinavian and bears an uncanny 
resemblance to one of the lead singers of 
the ’70s supergroup!) 

“Jusforkix is a city kid. He can dance and 
flirt with the girls, but he’s not a warrior and 
hates conflict and violence,” says Altmann. 
“Kids will like him because he’s funny and he 
disobeys the grown-ups and adults will like 
him because his character has to evolve and 
becomes brave in the end.” Of course, 






there are also plenty of tongue-in-cheek 4") 


asides: For example, ABBA’s mother Is 
named Vikea, and she’s very fond 
of Scandinavian design” 
Altmann says the producers 
deliberately decided to animate the 
film in traditional 2D. “We felt that 
the comic book was 2D, and we really 
wanted to have the existing charac- 
ter come to life,” says Altmann. “The ' 
cartoony, stretch and squash 


An Asterix Movie Chronology 


Asterix the Gaul 

Asterix and Cleopatra 

The Twelve Tasks of Asterix 
Asterix Versus Caesar 

Asterix in Britain 

Asterix and the Big Fight 

Asterix Conquers America 

Asterix and Obelix Take On Caesar 
(live action) 

Asterix & Obelix: Mission Cleopatra 
(live action) 

Asterix and the Vikings 

Asterix in the Olympic Games 

(live action) 


1967 
1968 
1976 
1985 
sel ole) 
1989 
1994 
1999 


Aol ey) 


2006 
2007 
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feel of the project would be very hard to 
do in CGI. The previous Asterix movies were 
also in 2D, but the animation was done a 
long time ago and didn’t have the qual- 
ity and technology that we have access to 
today. Of course, in the future, we might 
adapt the characters in CG, but we re- 
ally wanted to stick to the classic look for 
this movie. You will notice that because of 
_ the modern compositing tech- 
a, we ; ; 

VAY >» m niques we used, there's a 
Fi ' /\ great integrated feeling of 
J depth in the movie.” Altmann 


| moviegoers will recognize sev- 
eral CG elements in the mix, in 
the rendering of vehicles and 
_ some background scenes. 
The animation work was dI- 
vided between the production 
houses in France and Den- 
mark, Nomois Studio, A.Film 
and 2D/3D Animations in 
Angouleme (which also worked on The Trip- 
lets of Belleville). The post-production work 
is done in France, while A.Film is handling all 
the logistics in Denmark. 

So what makes these characters have 
such a long-lasting popularity with comic- 
book readers and moviegoers? Perhaps, 
i's the fact that the stories center on a 
group of underdogs who band together to 
defeat a bigger enemy—Julius Caesar and 
the crushing force of the Roman Empire. 
“Uderzo was a Frenchman with Italian ori- 
gins and Goscinni came from an Argentinian 
background,” says Altmann. “These two im- 
migrants created something that although 
is very French on the surface, it appeals to 
all nationalities. When the Germans read tt, 


i a 2 also points out that keen-eyed 
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they think he’s German; the same Is true for 
the Italians or the English or Latin American 
readers. It strikes a universal chord because 
it's funny and it focuses on solidarity of a 
charming group of characters.” 

The biggest challenge for the filmmakers 
was staying faithful to the timeless charac- 
ters and wonderful storylines of the original 
graphic novels. “You are dealing with exist- 
ing characters, so you always have to keep 
the originals in mind. In addition to deliver- 
ing high-quality visuals, you have to respect 
the design, the spirit and the themes. Even 
when you add some modern elements, you 
have to be faithful to the originals’ spirit.” 

For Altmann, who grew up reading As- 
terix books as well, nothing can come too 
close to the little Gaul and his buddies in 
the comic-book universe. “It’s a world that Is 
passed on from one generation to another 
in Europe,” she explains. “Asterix is the first 
character that comes to mind when we dis- 
cuss comic books.” 

No wonder that for the French producer 
making Asterix’s original creator happy was 
one of the most satisfying aspects of the 
project. “My proudest achievement was 
putting that smile on Mr. Uderzo’s face,’ 
she explains. “When we showed him the 
first part of the finished movie, he was very 
pleased. He told us, ‘At last, | can see my 
characters come to life, just as | had wished 
they would be animated.” & 





The first 20 minutes of Asterix and the Vikings 
screens at the American Film Market in Santa 
Monica, California, on November 4. The U.S. 


version features the voices of Paul Giamatti, 
Brad Garrett, Sean Astin and Evan Rachel 
Wood.The feature opens in France on April 12, 
2006. For more info visit www.asterix.com 
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Building Aglan’. S Magical Vinee 


ILM, Sony Pictures Imageworks and Rhythm & Hues worked 
closely to deliver the amazing CG visuals of The Chronicles 


of Narnia. by Ellen Wolff 


eaders of C.S. Lewis’ clas- 

Re sic series The Chronicles 
[D y of Narnia can picture a 
fantasyland populated by mythical 
beasts such as centaurs, fauns and 
minotaurs—not to mention talking 
animals. But filming that world has 
proved daunting. It has been argued 
—notably by Shrek director Andrew 
Adamson—that animating 
Lewis’ creatures in a pho- 
torealistic way wasn’t pos- 
sible even five years ago. 
But now, aided by computer 
animators at Rhythm & 
Hues, Sony Pictures Image- 
works and ILM, Adamson 
has directed a lavish fea- 
ture based on the books for 
Disney that should please 
both fans and neophytes 
this holiday season. 

The Chronicles of Narnia: 
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| The Lion,the Witch and the Wardrobe, 


the opening tale of Lewis’ series intro- 
duces four English children who flee 
the London blitz in WWII and fall into 
the magic land of Narnia through a 
mysterious wardrobe. They befriend 
a host of chatty critters— including 
the wise lion Aslan (voiced by Liam 
Neeson)—and_ ultimately confront 
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the White Witch (Tilda Swinton) who 
has cursed Narnia with eternal winter. 
The story’s climactic battle, featuring 
10,000 creatures fighting in broad day- 
light, caps an adventure that required 
the latest CG tricks. 

Visual effects supervisor Dean 
Wright was no stranger to such an 
epic challenge, having worked on Peter 
Jackson’s The Lord of the Rings, but 
he thinks Narnia’s 1,400-plus effects 
shots presented a greater degree of 
difficulty. “Percentage-wise, there are 
more visual effects per scene-second. 
And the complexity is much higher 
because the performances that rely 
on visual effects are much greater.” 
And the creatures (designed by Weta’s 
Richard Taylor) were 
also more diverse, in- 
cluding 23 different 
species that were 
either — half-human 
or all-CG. They com- 
prised more than half 
the film’s cast. 


Doing it 
Round-Robin 
Style 


Compounding the 
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' Winter 
) Wonderland: 
Shrek director 
Andrew Adamson 
) faced the 
_ daunting task 
| of bringing C.S. 
*“™ Lewis’ fantastic 
_ creatures to life 
in The Chronicles 
of Narnia: The 
Lion, the Witch 
and the Wardrobe. 
In addition to 
Aslan the Lion, 
the vfx teams 
were responsible 
for creating an 
~ assortment of 
mythical creatures 
such as centaurs, 
minotaurs, fauns 
and man-goats. 


pate 
Y ne ears = 

a pe it a 
difficulty was the fact that three ma- 
jor effects vendors had to work to- 
gether in unprecedented ways, some- 
times contributing animated elements 
to the same shot. For example, says 
Wright, “ILM might finish the back- 
ground characters and send that to 
R&H, which would take it as if it was 
a photographic plate, put a character 
on top and composite. Or R&H might 
finish an element and send it to ILM or 
Sony. It was a round robin.” 

R&H was the first house selected 
for Narnia and had the crucial task of 
animating Aslan the Lion (see Side- 
bar). The vfx house also handled cen- 
taurs, using Giant Studios’ mo-capped 
horses to animate the human/equine 
beasts. And for the first time, R&H 
used Massive’s A.|. software (famously 
employed in Rings) to stage the film’s 
huge battle. 

Next on board was Sony, whose as- 
signments included animating wolves 
and key personalities like a talking fox, 
beavers and the man/goat character 
Tumnus. Sony also handled the bomb- 
ing of London, which was almost all 
Gl 

Finally ILM entered to tackle a le- 
gion of fully animated animals for the 
battle, including wolves, wild cats and 
assorted mythical beasts. While R&H 
and Sony handled most of the speak- 
ing characters, ILM created a talking 





www.animationmagazine.net ANIMATION MAGAZINE 


Previous Page | Contents | Zoomin | Zoom out | Front Cover | Search Issue | 

















14 December 2005 


ANIMATION Previous Page | Contents | Zoomin | Zoom out | Front Cover | Search Issue | Next Page 





Atticus Finch Meets the Lion King 


Rhythm & Hues builds an Aslan based on Gregory Peck. 


lion Aslan had to deliver a nuanced performance—throughout 140 

shots. Even before Liam Neeson recorded Aslan’s voice, R&H anima- 

tion supervisor Richie Baneham had an inspiration. He studied the Oscar- 

winning performance of Gregory Peck as the principled lawyer Atticus Finch 
In To Kill a Mockingbird. 

e- = Bill Westenhofer recalls how 

: R&H strove to strike a balance 

between Finch’s countenance 

and footage of lions. “It was 

pretty insane. We went in a 

cage with a lion and filmed 

high-def motion studies that 

were invaluable. We could lay 

our animation and lighting side- 

by-side with a real lion and see, 

iteratively, how muscles moved 

Aslan in fine detail. It gave us subtle 

motions we would have never have thought to put in if we were just building 

it synthetically.” 

To make Aslan speak convincingly, R&H scoured reference footage of li- 

ons, looking for facial movements that could be applied to speech. “The lion 

could have been sneezing,” says Westenhofer, “but that showed us what a 


f\ s the ‘conscience’ (and some believe Christ-like figure) of Narnia, the 


rary of how Aslan could perform. He is, by orders of magnitude, 
omplex CG creature we've ever made.” Hf 
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sprite fashioned 
from apple _ blos- 
soms. 

To orchestrate 
cooperation among 
studios that use 
proprietary — soft- 
ware, Wright recalls, 
“We had a big sum- 
mit where we all sat 
down in one room 
and went through 
the shared shots 
and figured out who 
would deliver the 
comp. Depending 
on the shot, it came 
down to whoever 
put the last impor- 
tant characters on 
top. For instance, 
if ILM did the back- 
ground creatures, 
then R&H would put 
Aslan in and give us 
the final comp.” 





Vfx supervisor 
Dean Wright 





Seoae Farrar (ILM) 





Jim Berney 
(Sony) 


Far from 
Fanciful 


Early on, director 
Adamson made the 
choice to create 
the talking animals 
almost entirely in 
CG and not rely on animatronics or the 
muzzle-replacement strategies used 
in films like Babe. “It wouldn’t have 
been cost-effective to do muzzle re- 
placement and full CG,” notes Jim Ber- 
ney, Sony’s visual effects supervisor. 

Creating photorealistic wolves was 
especially tricky for David Schaub’s 
Sony animation crew, explains Ber- 
ney, “Because our wolves had to 
match spot-on with real wolves, even 
within one shot. There’s also lots of 
character interaction. The fox gets 
trashed by the wolves; they’re carry- 
ing him around and pummeling him in 
the snow.” Berney adds. “Since Stuart 
Little we’ve developed combing tools 
to visualize hair quickly without having 
to go through our RenderMan pipeline. 
We built the creatures one hair at a 





Bill Westenhofer 
(R&H) 
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time—OK, that’s an exaggeration—100 
hairs at a time! We had to figure out 
the dynamics of each region where 
there’s hair-to-hair collisions or inter- 
actions with wind. Once we did the 
animation and translated it to be ren- 
dered, the fur dynamics were applied 
automatically. We had to do hand work 
only about 10% of the time.” 

Creating photoreal furred charac- 
ters was a challenge also tackled by 
the animators at R&H. “The lion Aslan 
had 10 million hairs in his mane alone,” 
notes visual effects supervisor Bill 
Westenhofer. So in a_ scene where 
Aslan steps on one of Sony’s wolves, 
the simulation dynamics go off the 
charts. Westenhofer explains R&H’s 
close collaboration with Sony by say- 
ing, “We shared the camera tracks 
and passed stuff through Maya. We’d 
do a blocking pass and give them our 
geometry in the camera space. They’d 
work another blocking pass around 
that and then we’d go back and forth 
to refine it.” 


Men in Green Tights 


Giant Studios’ 100-day mocap shoot 
also played a major role in Narnia, 
providing data for a host of half-hu- 
man characters. As ILM visual ef- 
fects supervisor Scott Farrar explains, 
“The centaurs, minotaurs, satyrs and 
fauns were all humans with various 
costumes on their upper bodies, and 
their lower bodies were green tights 
with [tracking] dots on them.” In what 
sounds like a Monty Python skit, ac- 
tors pranced around in those tights 
and were mocapped so that their up- 
per torsos would appear to be mo- 
tivated by animal legs added later. It 
took considerable experimentation, 
notes Farrar. “How does a faun with 
extra joints in his leg walk—compared 
to humans?” 

Animating horse bodies for the gal- 
loping centaurs was a key challenge 
for Jennifer Emberly’s animation team 
at ILM and also for R&H. Westenhofer 
credits “some really clever brain writ- 
ing in the Massive software to ‘time’ 
the action so it felt like the human half 
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was driving the horses’ legs.” 

Whether driven by mo-cap or pure CG, 
Farrar believes that all the animation in- 
corporated in the movie is quite sophis- 
ticated. “It’s a big decision to make this 
world of CG creatures be mostly realis- 
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tic,” he adds. “It sweeps you away to a 
world you’ve never seen before.” & 


Disney’s The Chronicles of Narnia: 
The Lion, the Witch and the Wardrobe 
opens in theaters on December g. 
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A Toon Festival Grows in Brooklyn 


The director of Brooklyn’s Animation Block Party writes 
about this relatively new toon event which wears Its indie/ 
punk credentials on its sleeve. by Casey Safron 


ur story begins in July of 2004; my 
O friends and | were screening 80 min- 

utes of curated animation shorts at 
a bar in Soho. Someone at the club invited 
The New York Times to do a focus piece 
on Dahlia’s Flix and Mix, the organization 
helping us hold the screening. The bar was 
packed, and fans mingled with animators 
long after the show ended. 

It only made sense to keep getting ani- 
mators’ work seen as long as people were 
interested. So we searched for a title to our 
first “end of summer” event. Over lunch at 
Burger Heaven, my college roommate, Jona- 
than Lang, helped me brainstorm for poten- 
tial titles to this animation festival. 

We decided to hold a small Animation 
Block Party in East Williamsburg. Jon’s store, 
The Archive, would host the after-party, and 
| would curate the animation showcase, 
which would be exhibited on the rooftop of 
a hipster venue called Office-Ops, with the 
Manhattan skyline as its backdrop. 

When | was growing up in New York, the op- 
portunities to see cool and diverse animation 
were rare. Spike and Mike, Best of Ottawa at 
the local indie-theater, ASIFA-East screenings 
at SVA, mini-Russian animation fests, gallery 
shows of experimental work—all great stuff, 
but if you read this magazine and live in New 
York, you probably know the routine. 

Animation Block Party offered something 
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different, something fresh, and, as animation 
aficionados have told me, something a little 
punk rock. On September g, 2004, you could 
see the towers of light where the World Trade 
Center used to be shining as Animation Block 
Party unveiled its inaugural event. 

Hundreds of New Yorkers trudged through 
the torrential rain, which stopped minutes 
before the show, and enjoyed go minutes 
of festival shorts on wet plastic chairs. The 


ry — * | 
- —* & 


- 






—— a 


after-party rocked all night, thanks to Pabst 
Blue Ribbon and Krispy Kreme. (Note to 
future event planners: Neither substance 
should really be mass consumed.) 

After this first event, we decided to open 
the call for entries to anyone who had a 
new animated short. As a result, Animation 
Block received nearly 650 submissions. With 
the help of festival partner Withoutabox. 
com, we received web entries from Canada, 
Australia and all over Europe. Submissions 
were also welcome on our website thanks 
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Casey Safron 
to Glenn Eaton of Illhouse Design. 

This burst of submissions allowed us to hold 
two kick-ass Animation Block Party events 
in the heart of Brooklyn. The first official ABP 
festival that was open for international sub- 
missions was a popular Valentine’s Day event, 
which proved that tt will always rain whenever 
we have one of these things. 

Again, animation fans slogged through 
the crappy weather to watch the world’s 
best shorts and to party at Frank’s Cocktail 
Lounge, featuring NYC’s original Hip Hop 
Karaoke. For the first time, we gave juried 
awards, honoring a few animators with prizes 
from our festival sponsors. 

In September 2005, the second festival com- 
memorated the end of another NYC summer, 
featuring over 60 short films featured in three 
screenings at BAM Rose Cinemas in downtown 
Brooklyn. Filmmakers and fans partied after the 
show at Moe's on Lafayette Avenue, feeding 
their stomachs with cookies from RMF foods. 

Our jury members have included top profes- 
Sional animators and artists of all styles and 
ages, including Jeff Scher, Julianna Cox, Howard 
Beckerman, Emily Hubley, Peter Sluszka, Machi 
Tantillo, Richard Gorey, Irra Verbitsky and Doug 
Crane. These diverse minds have helped us award 
various deserving animators great prizes from our 
festival sponsors, Boinx Software, NY Central Art 
Supply, RES and Animation Magazine. 

All the winning festival films are listed on 
our website at www.animationblock.com, 
but the most interesting prize we were able 
to offer was at our September 2005 event. 
ABP sponsor, Crumpler Bags, awarded the 
rare opportunity for the student film winner 
to direct an animation spot for them. This 
prize was awarded to Rhode Island School of 
Design’s Lizzi Akana for her film, Marvelous, 
Keen Loony Bin. 

In 2006, we plan to bring more animation to 
the NYC and international spotlight with one 
BIG Animation Block Party festival. Please 
stay tuned to our website for updates and in- 
formation. And if you're an animator, no mat- 
ter where you live, we hope you will continue 
to send us your best work and hopefully we 
can help you get it seen and recognized for 
the great art that it is. 
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A MUST-ATTEND 


Keynote speaker, Malcolm Gladwell, 


best-selling author of Blink! 
and The Tipping Point 
Sunday, February 12, 9-10 AM 





TOY FAIR 





THE FASTEST ROUTE 
TO NEW BUSINESS. 


TOY FAIR IS THE PREMIER GLOBAL CROSSROADS 
WHERE BUYERS MEET SELLERS. 


With a worldwide audience of nearly 20,000 buyers and 
industry professionals, 1,500 exhibiting companies and 1,000 
media representatives, TOY FAIR drives the marketplace 
for youth entertainment. 


Discover youth products that will generate new revenue 

streams. In addition to our general exhibits, our super-convenient 
category-focused areas include: Game Zone (board/card games, 
puzzles, brainteasers) e HobbyTech (model, hobby and radio 
control) e Specialty Source (educational and developmental 
content; supported by ASTRA) e Collectibles (handcrafted dolls, 
miniatures, and artisan plush) e Reading, Writing & Rhythm 
(children’s publishing and music) and Sweet Spot (novelty candy). 


e@play (electronic, educational, edutainment 
toys, games and software); and Urban Bazaar: Indie Art Toys 
(collectibles with a pop-culture/designer spin). 
Make time during the show for the 


Where content-rich TOY FAIR Education Program and gain a fresh 
perspective on issues that directly affect your business. 


itaks 
profit: 





@ TOY FAIR’ 


‘on TIAS WORLD MARKETPLACE FOR CHILDREN’S ENTERTAINMENT 


ACCELERATE YOUR BUSINESS IN JUST FOUR DAYS. 
Visit www.toy-tia.org/AITF for details, including registration 
forms, travel discounts and updated exhibitor listings. 
Attention Manufacturers: Call 212-675-1141 to reserve 
your exhibit space today! 


8 e e *Please contact showroom exhibitors for their exact admission policies and schedules as some may require appointments. 
IN American International TOY FAIR® is an annual event owned and managed by Toy Industry Association, Inc.™ (TIA), the industry trade association, and is a 
I @ registered trademark of TIA. TIA is recognized by government, the trade, media and consumers as the authoritative voice of the North American toy industry. 
Toy Industry TOY FAIR is open to the trade only. Business ID is required. No one under age 18, including infants, will be admitted. © 2005 Toy Industry Association, Inc. 
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Jrouni Kenshin Economy 
| TV Season 1 
(Media Blasters: $79.95 
6 discs) 





During the civil 
wars — surround- 
ing the Meiji 
Restoration of 
1868, Kenshin 
3 Himura was a 
4 * deadly Imperi- 
wes Ss alist assassin. 
SZ =- Ten years later, he 
~- remains a swords- 
man of unequaled 
skill, but he’s 
sworn never to kill 
again. He knocks enemies 
senseless but doesn’t draw blood. Short 
and skinny with a mop of red hair, Kenshin 
is also something of a klutz and the butt of 
much of the slapstick humor. 

The filmmakers use the episodes in the 
first (“Tokyo”) arc of the popular comedy- 
adventure to introduce a cast of engag- 
ing misfits. After a decade of wandering, 
Kenshin arrives in Tokyo and quickly be- 
friends “Miss Kaoru,” who inherited an im- 
poverished dojo from her murdered father; 
Yahiko, an orphan forced to work as a pick- 
pocket; and Sanosuke, a formidable ex-sol- 
dier who saw his comrades betrayed. 

This unconventional quartet battles 
counter-revolutionaries, gangsters and 
smugglers. Director Kazuhiro Furuhashi 
stages the sword fights with great pa- 
nache, using rapid cutting, split-screen 
and reversed color to heighten the excite- 
ment—and to match the dramatic battles in 
Nobuhiro Watsuki's original manga. Richard 
Hayworth, who provides Kenshin’s voice, 
comments, “I’m in pretty good shape, but 
after a long fight scene I’m often sweating 
and winded.” Kenshin’s duels sometimes 
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The Samurai Critic: ») — 


Reviews of this month’s hot new anime titles onDVD “3 


leave the audience sweating and winded 
too. But the carefully balanced mixture of 
furious combat, warm personal interaction 
and broad comedy gives Rurouni Kenshin 
the special appeal that makes it one of the 
best-loved anime series of all time. 



















Wolf’s Rain Complete 
Collection Limited Edition 


Four shape-shifting 
young men_ prowl , 
the half-ruined cit- 
les 200 years after 
the collapse of hu- 
man civilization in 
Wolf's Rain. They’re 
not werewolves, but 
they can appear in 
human or lupine 
guise. Charismatic 
Kiba is joined by 
cynical Tsume, eager To- 
boe and perpetually hungry Hige 
in his quest for “Rakuen,” the legendary 
paradise that can only be found by wolves. 
The search is linked to the Moon Flowers, 
and to Cheza, a mysterious girl created 
from those flowers. As the quartet trav- 
els north, they encounter allies, enemies, 
battles and a growing perception that the 
end of the world is approaching. 

This epic tale borrows heavily from the 
Norse myths of the Ragnarok, an ongo- 
ing cycle of birth, growth, decay, death 
and rebirth. The filmmakers complicate 
their story with unnecessary characters 
and subplots (some of them introduced in 
the final episodes). They leave some story 
points unresolved and drag others out to 
needless lengths. In its better moments, 
Wolf's Rain feels compelling, but it could 
easily have been more satisfying than it 
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by Charles Solomon 


is. Nevertheless, the dark colors, alienated 
anti-heroes and deft mixture of fantasy 
and science fiction elements will please 
fans of Gothic anime. 


Saikano: The Complete 
Box Set 
(Viz: $79.98, 4 discs) 






Saikano was one of the first “murderous 
moppet” series—stories that center on young 
women who have been turned into deadly 

weapons. Chise, an awkward 
teen-age girl, and Shuji, a taci- 
turn high school boy, have just 
begun a clumsy romance when 
Japan is attacked and war breaks 
out. The Japanese government has 
used Chise in an experimental weap- 
ons program, seemingly without 
her knowledge or consent. In 
battle, she mutates into a ter- 
rible mecha that destroys every- 
thing in its path. Shuji and Chise aren't 
particularly endearing young lovers; she 
whines, he dithers ineffectually. But what else 
can two teen- jae 
agers do when me 
they're pitted 
against forces 
beyond their | 7 
control and com- 
prehension? 







doesn't feel © ae 
like it should He 


tone is bleak, hates 
the main char- 
acters are maladroit and the palate runs to 
washed-out grays and tans. But its popu- 
larity on both sides of the Pacific suggests 
that it embodies the fears of young view- 
ers who feel impotent in an increasingly 
dangerous world. 
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Want to share your vision with the world? 


At The Art Institutes, we offer you hands-on, real-world instruction, 
with personalized attention from our experienced faculty. 
We can help you go from watching culture to creating it. 


Degree and non-degree programs available in: 


Design | Media Arts | Culinary Arts | Fashion 


$1 locations throughout North America. » Not all programs offered at all locations. 
Want to learn online ad in the classroom? Explore our Plus program that lets you do both. 


www. artinstitutes.edu/an ~- 1.800.592.0700 
The Art Institutes” [xs We re Gut There 


Administrative Office: 210 Sixth Avenue, 33rd Floor, Pittsburgh, PA 15222-2603 Always learning, teaching, and moving. 





©2005 by The Art Institutes International, Inc.® 11317 05/05 
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A Jazzy CGCheer 








for the Whole Family 


IDT Entertainment and Harry Connick Jr.’s The Happy Elf 
sings viewers out of holiday Bluesville. 


ny holiday music aficionado knows that 

the smooth voice of Harry Connick Jr. 

is the perfect complement to the soft 
ringing of Christmas bells and Santa’s deep 
rounds of Ho Ho Ho’s. The folks at Newark, New 
Jersey-based animation powerhouse IDT Enter- 
tainment recognized this winning combination 
and added the key ingredient to their new hour- 
long merry-making CG package The Happy EIf, 
which will enter the annual Christmas special 
showdown this holiday season. 

Based on the original children’s song from 
Connick’s 2003 release Harry for the Holidays, 
The Happy Elf spotlights Eubie, an elf who 
goes above and beyond the call of Christmas 
spirit duty to help all of the naughty-listed 
children from the downtrodden town of 
Bluesville. Bursting with pep and optimism, 
Eubie uses his Irresistible charm and jazzy 
tunes to put some smiles and good behavior 
back in town so Santa will bring the kids the 
Joys and toys of the holiday. 

Connick, a veteran of two previous holiday 
specials, presented his idea for The Happy Elf 
to IDT’s COO John Hyde and Sidney Clifton, 
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senior VP of programming and development 
for Film Roman, in March of 2004. “Literally, 
with some drawings and the song, the three 
of us sat down, and we immediately said 
‘That’s it. We want to do it!” Hyde recalls. “We 
felt the character itself would be something 
that would be a long-term franchise, that we 
could build around the little elf as a Christ- 
mas character.” 

Shortly thereafter, IDT (which wholly owns 
or has minority interests in various toon and 
vfx outfits such as Mainframe, DPS Film Ro- 
man, Vanguard Animation, Anchor Bay Home 
Entertainment and Stan Lee’s POW! Enter- 
tainment) decided to develop The Happy Elf 
in CG, believing it would be a better fit for a 
family franchise. “I think that most animated 
Christmas specials are traditional 2D half- 
hour shows that are looked at as being for 
children,” Hyde notes. “We really wanted it to 
be a Christmas special for the entire family, 
and we felt that to do it in CGI would be stron- 
ger than to do tt in 2D.” 

The project’s animation director, John Rice, 
mentions several factors that he felt made CG 
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advantageous. “We can 
put an incredible amount 
of detail into our char- 
acter designs and props 
and it’s quite easy to 
adjust or change camera 
angles even after a shot 
has been fully animated,” 
Rice notes. “Even put- 
ting a shadow on an ani- 
mated character in 2D 
can be too expensive for 
most TV productions, but 
with 3D, we not only get 
shadows, we can also 
use several light sources 
of different colors and in- 
tensities coming from all different directions.” 

The team was able to produce The Happy 
Elfs vibrant visuals within the original $2.5-to- 
$3 million-ballpark budget. Rice explains, “We 
used Photoshop for our background designs 
and paintings and for many of the model tex- 
tures too, Final Cut Pro for the dialog edit, build- 
ing the storyboard animatic and editing the 
final picture and Maya for building and rigging 
models, animation, lighting and rendering.” 

In addition to targeting the entire fam- 
ily through the project’s CG animation, IDT as- 
sembled a stellar voice cast that includes Carol 
Kane (Annie Hall, Taxi) and Lewis Black (The 
Daily Show) with Mickey Rooney (Breakfast at 
Tiffany’s, The Fox and the Hound) as Santa. Of 
course, IDT banked on the popularity of Con- 
nick, whose previous toon roles include that 
of hipster Dean McCoppin in The Iron Giant, to 
draw in a broad audience. For The Happy EIf, 
Connick wrote three original songs as well as 
the entire score and also voiced the narrator. In 
fact, Connick’s creative influence on the proj- 
ect spread beyond the groovy tunes. “He spent 
a lot time with our artists looking at the various 
drawings conceptually, so there’s a lot of Harry 
in this project,” Hyde says. 

IDT believes they have found a classic char- 
acter in jolly little Euble whose enthusiasm 
gives Bluesville a Christmas pick-me-up. As 
Hyde puts it, “Especially now that we’ve seen 
the results, we feel that he’s an absolute natu- 
ral to become a real traditional Christmas char- 
acter which will have years of life in it.” 





John Hyde 





John Rice 


IDT’s The Happy Elf premieres Dec. 2 on 
NBC at 8 p.m. The DVD will be available 
in stores on Dec. 6. For more information 


visit www.thehappyelf.com. 
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Stocking Stuffers 


Forget about eggnog and fruitcakes. The real reason to 
look forward to the holidays are some of the amazing toons 
available on DVD in the next few weeks. by Sarah Gurman 


9 N’ Dale Rescue Range 
| Vol. 1 
uena Vista Home Vider 
$34.27) 






Sometimes some crimes 
go. slipping through the 
cracks, but these two gum- § 
shoes are picking up the 
Slack. Yes, It was worth 
watching Disney TV’s Chip — 
N’ Dale Rescue Rangers just , | 
to hear the opening song. 
Indeed, the fedora-donning “ 
Chip and his laid back com- ' 
padre Dale were an essential element in 
any well-rounded Disney Afternoon ex- 
perience. And let’s not forget Monterey 
Jack, Zipper and the alluring mousetress 
of invention, Gadget Hackwrench (who 
has developed quite a following online), 
the crew behind the fuzzy super sleuths 
that made all of this quirky crime fight- 
ing possible. We’ve missed them sorely 
since the show last aired in 1990, but 
thankfully, Chip N’ Dale will be cracking 
the case in the 27-episode, three-disc 
DVD set out in time for 614 minutes of 
glorious home entertainment viewing 
this holiday season. 






DuckTales: Vol.1 
Buena Vista Home Vider 
234.99) 


Let’s be honest. There’s no shame in 


- wanting —_ to 

— Oy hep swim through 
‘a gs tls a lustrous pool 

a of gold coins a 
la thriftmeis- 
7» =ter Scrooge 
=< . McDuck. We 
Should just all 
admit we want to bathe in the imaginary 
coin glory of the Money Bin, and then, 
with real money, go purchase the invalu- 
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able DVD release of the Mouse House’s 
first daily animated TV series, DuckTales 
(which goes back to Sep. 1987). The time 
has come to return to Duckburg Man- 
sion and get reacquainted with Donald 
Duck’s fab nephews, Huey, Dewey 
and Louie, as they journey where 
ever adventure takes them. With 
the help of their pilot, Launch- 
Pad McQuack (who later saddled 
up as Darkwing Duck’s sidekick), 
Mrs. Beakley and Webby, Scrooge 
and the boys throw wrenches in 
the schemes of thieves like the 

= Beagle Boys and Magica deSpell 
and embark on thrilling treasure hunts 
near and far, traveling everywhere from 
the Mayan Pyramids to the Bermuda Tri- 
angle to the Fountain of Youth. Long live 
McDuck Enterprises! 












Mission Hill: 
The Complete Series 
arner Home Video, $29.¢ 


After working as exec producers 
and head writers on The Simpsons, Bill 
Oakley and Josh 
Weinstein had a | 
hankering to do | 
a show about | 
20osomethings. | 
Their post-Simp- 
sons _ brainchild, 
Mission Hill, re- 
ceived a lukewarm 
response __ during 
its run on the WB in 1999 and only six of 
the 13 episodes aired before It was can- 
celled. However, the series was resur- 
rected in all of its Gen X glory on Cartoon 
Network’s [adult swim] where it devel- 
oped a cult following. And now, finally, 
we can watch all 13 chestnuts packed 
with the exploits and spoils of Andy 
French, a 24-year-old aspiring cartoon- 
ist who works at Waterbed World when 
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he’s not hitting Mission Hill’s hip party 
scene. Sharing an apartment with his 
ever-mellow best friend Jim Kuback and 
the flower power-minded Posey Tyler, 
everything is going smoothly in Andy’s 
chill bubble of slackerdom until his little 
brother Kevin (a true-blue nerd armed 
with medicated shampoo and computer 
games) joins the roster of roommates. 
The two-disc package, which includes 
audio commentary on four episodes 
from the creators as well as an interac- 
tive map of Mission Hill, should provide 
Sumptuous viewing for your post-turkey 
dinner couch-potato sessions. 









The Polar Express 
arner Home Video, $29.« 


Though Robert Zemeckis’ all-digital 
adaptation of Chris Van Allsburg’s clas- 
sic children’s book left the critics divid- 
ed, no one will dispute that the movie’s 
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i 
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stunning and innovative visuals make a 
trip to this Mo-Cap winter wonderland 
more than worth your while. With a stel- 
lar soundtrack and Alan Silvestri’s Os- 
car-nominated ditty Believe, Tom Hanks 
clocking in for five roles and a magical 
storyline about the power of belief, 
_ The Polar Express might be just the 

ticket for those of you whose Christ- 
~ mas spirit engines are sputtering. 
, The two disc $29.95 release comes 
equipped with an array of bells and 
whistles, including a segment with 
Chris Van Allsburg explaining his in- 
spiration for the book, the “You Look 
Familiar” featurette where Hanks chats 
about his various roles, a behind-the- 
scenes look at performance capture and 
the never-before-heard song “Smokey 
and Steamer.” We think Hero Boy, the 
winding CG train and snow-laden North 
Pole backgrounds will fit right in with Ru- 
dolph, Charlie Brown and the rest of the 
regulars in your holiday season must- 
watch repertoire. 
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Family Bonds 


Undercover espionage Is a family affair in The X’s, Nick’s 
cool retro toon created by Carlos Ramos. 


here’s an old vaudeville prov- 
erb—or at least the late Johnny 
Carson said it was an old saw 
and was fond of quoting it—that a 
comic is a person who says funny 
things and a comedian Is a person who 
says things funny. If that’s the case, 
then the members of the X family are 
a bit of both. Especially if you happen 
to fit into the demographic of boys six 
to 11 (and their fathers) that the new 
Nickelodeon series, The X’s, is aimed 
at. In large measure, an eight-year-old 
boy’s idea of great comedy is a world 
in which characters are flawlessly 
fighting the forces of evil one moment 
with cool weapons and witty ripostes 
and running into a brick wall the next. 
(Which also happens to be the sense 
of humor of the average American 
dad. Hence the 8 p.m. time slot for the 
series’ November 25 debut—the day 
after Thanksgiving 2005). 
The X’s puts a family of super spies 
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In the midst of plain vanilla suburbia 
as they simultaneously try to fight 
the super-villains of SNAFU (led by 
the megalomaniac Glowface) and 
fit in as just another “normal” family. 
“’ve always wanted to do a family se- 
ries where, for one reason or another, 
they’re fantastic,” says series creator 
Carlos Ramos. Described as a throw- 
back to old spy series, the toon Is in- 
spired by Get Smart, The Avengers and 
James Bond movies. Yet Ramos says 
he didn’t waste time watching old epi- 
sodes or films. “I like to be influenced 
more by my memory than the exact- 
ness of things,” he says. The music, 
about which he’s also “meticulous,” 
pays homage to the soundtracks of 
the Bond films, Alfred Hitchcock and 
the Beatles, depending on a particular 
episode’s central character. 

In ararity for acartoon TV series, the 
part of Mr. X was specifically written 
for actor Patrick Warburton (Seinfeld, 
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The Tick). Warburton, 
who perfected the 
archetype earnestly 
dense American male 
as David Puddy, puts 
it to good use here. 
It doesn’t hurt that 
his main foil, Mrs. X, 
is played by another 
top comic talent, 
Wendie Malick (Just 
Shoot Me). His two 
feisty kids are voiced 
by Jansen Panet- 
tiere (Racing Stripes) 
and Lynsey Bartilson 
(Grounded For Life). “It’s a lot easier to 
write when you can hear Patrick and 
Wendie’s voices in your head,” says Ra- 
mos. Because Warburton and Malick 
command hefty salaries in live-action 
TV, It’s hard to pin down the budget 
for each half-hour episode. Nick ex- 
ecs aren't saying, but it’s a good bet 
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Marjorie Cohn 
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the budget is beyond the average for 
animated half-hours. Ramos has given 
the show a stark look with a 1960s 
graphic design. 

“It feels old and new at the same 
time,” he says. The central char- 
acters are differentiated from the 
background by the use of color and 
shade only. There are no hard lines 
around them. “It’s a complicated 
look,” Ramos says. Among other 
things in his young career, Ramos 
won a prestigious Annie Award for 
designing and creating the Oh Yeah! 
Cartoons shorts A Dog and his Boy, 
Twins Crimson and Those Amaz- 
ing Robots. And he spent time as a 
storyboard artist and art director 
on My Life as a Teenage Robot and 
ChalkZone. The premise of The X's in- 
vites inevitable comparisons to The 
Incredibles. Pixar’s Bob Parr, retired 
superhero, heads a family of a super- 
powered wife and kids. Nickelode- 
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heads a family of super spies. Both 
families are trying to live the Ameri- 
can suburban lifestyle with mixed 
results. But it’s a comic structure 
that’s been strip-mined in American 
film and television for decades. The 
Munsters, after all, was a family of 
Frankensteins who thought they 
were the normal family and everyone 
else was tragically ugly and eccen- 
tric. And the Clampett’s of The Bev- 
erly Hillbillies had no idea that they 
were “backward.” They thought their 
Beverly Hills neighbors were soft and 
uncultured. 

Far from following the successful 
Pixar film, Ramos pitched the idea to 
Nick execs soon after the World Trade 
Center attacks of September 11, 2001, 
when The Incredibles was only a glint 
in the eye of Pixar creatives. Ramos 
says Nicktoons Animation Studios vice 
president/general manager Mark Tay- 


ANIMATION MAGAZINE 


on’s Mr. X, fully employed super-spy, 


Dysfunction 
Junction: 
The retro 
look of The 
X’s is on full 
display in 
these story- 
board draw- 
ings. 


by a show where the bonds of a family 
protect it from the evils of the world. 
“We had a meeting with Carlos and he 
showed us this amazing piece of art,” 
recalls Marjorie Cohn, Nickelodeon’s 
executive vice president of devel- 
opment and original programming. 
Also present at the meeting was Eric 
Coleman, vice president of animation 
development and production for Nick- 
elodeon Animation Studios. “It looked 
so different from anything we’d seen 
before. You could see the show in that 
one picture.” 

Nickelodeon has had quite a run in 
the past ten years. With the (some- 
times unexpected) mega success of 
SpongeBob SquarePants, The Fairly 
OddParents and Rugrats et al., the ca- 
bler has been a ratings top dog year in 
and year out. Despite that, execs claim 
they don’t feel a lot of pressure to 
keep the hits coming. In some cases, 
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it’s just a matter of math. “The more 
shots you have, the better chance you 
have to create characters that pop,” 
Nickelodeon Networks president Herb 
Scannell said in a USA Today interview 
late last year. “We have to approach 
each project the same,” says Cohn. “We 
look for creative people with a strong 
vision, and then we help nurture and 
protect it. You hope you get lightning 
in a bottle, but you can’t force It.” As 
with most animated shows these 
days (that aren’t Flash based), the 
bulk of the work is done overseas. In 
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this case, at the Seoul, 

Korea, facilities of Glen- 

dale-based Rough Draft 

Studios. (The X’s is a 2D 

show with some CG el- 

ements layered on top. Storyboards, 
backgrounds and character design 
are done at Nickelodeon’s Burbank 
animation HQ and the ink-and-paint in 
Korea.) 

“The animation goes back and forth 
until everybody’s happy,” says Ramos. 
The coup de grace for the look of the 
show Is the real effects that are added 





ANIMATION MAGAZINE 








to elements in certain scenes by CG 
Supervisor Ernest Chan (Invader Zim). 
And there seems to be no secret global 
domination agendas involved, just win- 
ning the hearts and minds of TV viewers 
in the years to come. & 





The X’s premieres with three back- 


to-back episodes on Nickelodeon on 
Friday, November 25 at 8 p.m. 
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News and hot animated picks from the 21st MIPCOM 
TV mart in France. by Ramin Zahed 


ast month’s MIPCOM market in Cannes sent a clear signal to 
content creators all over the world. It’s obviously a good time 
to invest in broadband and High Def business. The healthy 
future of the mobile universe and the multi-platforming of the 
entertainment business have opened new doors for the animation 
community, so it was great to see everyone wheeling and dealing 
on the Riviera. We wish we could write about all the cool animated 
projects in development, but here are a few news Items and clever 
shows that caught our eyes: 
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We had a chance to catch up with Rick Mischel, the energetic president and 
CEO of Vancouver’s Mainframe Entertainment, and he told us all about the 
new 70-minute DVD project Tony Hawk in Boom Boom Sabotage. “We are 
working with Tony in his skate park in Carlsbad,” 
says Mischel. “We mo-cap him doing his own skate 
moves, as well as various other skateboard 
pros, and then using Mainframe’s new 
6,000-Squarefoot mo-cap facility 
a and Vicon systems, we 
“>. = translate his legend- 
aR ary skateboarding 
moves to animation. 
Our project really blends the best 
of 2D and CG, because some of the 
character designs are really styl- 
ized.” The toon follows Hawk’s 
Boom Boom Huck- 
Jam hero as he 
battles some evil 
carnie types. De- 
signed for the 
eight-12 audience, 
the project is ex- 
pected to be ready 
for fall 2006. 












a : aes 


ANIMATION MAGAZINE 


26 December 2005 


ANIMATION Previous Page | Contents | Zoom in | Zoom out | Front Cover | Search Issue | Next Page 





AN ALS JIS LS f/f IS IS 
~K «KK KK MK RK KK OK OX 

‘ f™~ r™~ J f™ y f™ - 
Ps Wi NS NS hv, 





Future 
Stunner 


I's official. Method Films’ awesome 
sci-fi adventure series Skyland was 
a big hit at the market. Not only was 
the 26x26 animated show the most- 
viewed title by buyers at the Junior 
market, it also dazzled the crowds at 
the closing night event on the Majestic 
Hotel beach. Created by Emmanuel 
Gorin, Alexandre de la Patelliere and 
Matthieu Delaporte, this visually 
stunning toon follows the adventures 
of a brother and sister in the year 
2251 as they seach for their parents 
in a new world threatened by an evil 
force known as the Sphere. Nicktoons 
viewers will get a special sneak of the 
hour-long pilot on Friday November 
25 at 8 p.m. (with an encore at 11 
p.m.). France 2, Teletoon (Canada) and 
ABC (Australia) are also joining in the 
preview program. Skyland will then 
premiere on Nicktoons Network’s 3 
Headed Monster Block on Saturday, 
January 14, 2006 at 8 p.m. 


WWW.animationmagazine.net 
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If you were looking for an example of a great multi-national co-venture, you wouldbesmart <> 
to track down Oban Star-Racers, the awesome sci-fi anime co-produced by Jetix Europe 
and Sav! The World Productions (led by creator/writer/director Savin Yeatman-Eiffel), 
with France 3, Super RTL, Bandai Visual and Hal Film Maker. Targeting kids age seven-12, 
the show is set to premiere on Jetix Europe in the fall of 2006, but MIPCOM attendees ~ 
were able to get an early sneak of the show. The 26x30 serial is all about an nee Q 
_ racing competition that takes place every 10,000 years to determine the 


Vr = “a winner of a mysterious and powerful prize. As Michael He Sees Dead 
ns | Lekes, senior VP of programming for Jetix Europe x 


noted, “Oban embodies the Jetix values of fantasy, 

adventure and action and delivers via the sort of <© 
sophisticated storytelling which today’s kids are x |t’s always a relief when a monster 
seeking. It breaks the mold of traditional action ‘“ hunter finds a new home. That’s what 
series on every level.” Having seen the show's Y just happened to Zick, the 10-year-old 
stunning mix of 2D and CG animation, we have ~ hero of Monster Allergy, Rainbow S.r.l.’s 
to say we definitely share Lekes’ enthusiasm X fun toon about a kid who can see ghosts 
and monsters in everyday life. The show 
just found new partners in Kids’ WB! and 


for this brave, new world. 

Cartoon Network which just signed on 
to air the first 26 episodes of the original 
property in the near future. “We are thrilled 
to have found the ideal home for our kid 
heroes and hilariously wacky monsters 
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It looks like the nerds are putting the final tweaks on their global domination plans. Asaph <> 
(Ace) Fipke, founder of Vancouver-based Nerd Corps and Ken Faier, the company’s new & 
president, were at the market showing off two killer projects. Storm Hawks (52x30) Is a g 
fast-moving action-packed show about a group of kids hot on the trail of some powerful Y 
crystals. Sporting a smooth CG look, which also borrows from the best of traditional % 
animation styles, it has all the right ingredients to be the next big kids action show. x 
Also on the Nerd plate is Team Awethum, a funny package about the misadventures O 


of four well-meaning geeks bent on 
fighting off the forces of cool. "We 
are not looking to become a huge 
conglomerate, ” says Fipke. "We're not 
planning on becoming the next DIC. 


Top Ten Toons at Junior 


of Monster Allergy,’ says lginio Straffi, 
director and founder of Rainbow S.r.l, 
which also produces the Winx Club. We 
hear every time a Euro toon finds a US. 
broadcaster, an angel earns his wings, or a 
witch gets some sort of a mole on her face 
.(We’re not exactly sure which one!) 


ae he 


Our first impulse when we formed a Skyland [Millimages, Method Films] 

the company was ‘Let’s be geeks and 

love it’ We have an amazingly talented zs een Gel avatar aes 

team, and what is important to us is 3. Bali [AWOL, Planet Nemo] 

creating good-looking animation in 

service of great scripts and ideas.” So 4: Belardes eu 

it is true. The nerds are inheriting the 5- Ben 10 [Warner Bros. Intl.] 

Bele 6. Kappa Mikey [Animation Collective, MTVNI] 

Ne ak 7. Captain Flamingo [Breakthrough Ent.] 

8. Shuriken School [Xilam] 
Q. Curious George [NBC Universal TV] 
10. 





ANIMATION MAGAZINE 


ANIMATION Previous Page | Contents | Zoom in | Zoom out | Front Cover | Search Issue | Next Page 





Source: MIPCOM Jr. Most Screened List 
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Bruno and the Banana Bunch [AWOL, Cuppa Coffee Studios] 
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Yup, They’re Kind of Busy! 


We have no idea how they manage to focus on so many 
high-quality animated projects, but Canadian toon house 
Nelvana never ceases to amaze us with the quality and 
quantity of its slate during markets. 

The Toronto studio was all over MIPCOM with its clever 
new toon Spliced! (about genetically mutant animals), Di- 
Gata Defenders (great looking action adventure about four 
heroes fighting diabolical villains via four pure—and very 
collectible—stones!) and Jane and the Dragon (the co-pro 
with New Zealand’s Weta Workship which has already been 
acquired by YTV, France 3, TVNZ and ABC Ausralia). MIPCOM 
attendees were also treated to a first-look at the new CG- 
version of that great elephant king, Babar and learned 
that Ruby Gloom and her pals are now in production with 
first episodes ready for delivery in early 2007. Nelvana also 
announced a strategic partnership with ST Electronics and 
the Media Development Authority of Singapore to produce 
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Make Your Kid a Star! 


It looks like Dublin-based Monster Distributes has a big hit onits 
hands. Thanks to its audience-friendly, interactive nature, the 
animated series PICME may have launched a whole new trend 
in toontown. The preschool show teaches basic concepts to 
viewers. However, the clever part of the package is that each 
five-minute episode stars a different child—based on a picture 
of a kid sent in by viewers to the broadcasters. The special PIC- 
ME software allows the pictures to be part of the pre-made car- 
toons. Commissioned by RTE, the toon has already been sold to 
Nick UK, Animania 
US, KIKA  Ger- 
many, Teletoon 
France, S4C Wales 
and Hungama 
TV India, Indone- 
Sia and Malaysia. 
Monster founder 
Andrew _ Fitzpat- 
rick also had a 








and distribute a CG-animated 
adventure show The Future 
Is Wild, which offers lessons 
in evolution as a group of 
teens travel millions of years 
forward in time! This is the 
beginning of a plan to produce 
and launch 10 direct-to-DVD 
and three animated series in 
the future. Wait, there’s more. [ia been be 
Nelvana’s funny and educational 2D show crossolseyiten 
found a home on Discovery Kids in North America. Based 
on the books by Sylvia Branzie, the toon follows the oozing 
adventures of brother-and-sister team Ty and Abby Archer, 
two young criminologists with a knack for the gross and 
slimy side of science. We’d tell you more, but we'll have to 
Save some material for future issues! 
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Heroic Efforts 


Mike Young Productions was one of the big news- 
makers at the market as it signed a parternship 
with online game publisher Gamania Digital Ent. 
of Taiwan to co-produce the comedy-action toon 
Hero:108. Animation Magazine's former publisher, 
the amazing Rita Street, will exec produce through 
Radar Cartoons, the representation firm that han- 
dled Gamania’s producers. Targeting kids 6-11, 
Hero: 108 (22 x 30) is about the adventures of a 
group of kid defenders set on ending a conflict 
between animals and humans in a hidden kingdom. 
The show is based on the ancient Chinese novel 
The Water Margin and centers on Lin Chung (a.k.a. 
Panther Eye), a boy with 
Special powers. The pro- ‘Ye 
ject may be familiar to 
Nicktoons viewers 
since it was intro- 
duced as a series 
of shorts on Nick- 


Hero: 108 
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good time selling toons Film Festival. 

his other blue-rib- © In related MYP news, 

bon shows, which ~ qa week before the market, 

included Im An X Paris-based house MoonS- 

Animal, bro’‘Town, < — coop purchased a 51% 

Bugtime — Adven- 8 majority stake in Mike 

tures, Hermie x ~~ Young Productions and 

and Friends and & its distrib arm Taffy 

Anthony Lucas’ Entertainment (which 
award-winning short, The Mysterious Geographic Explorations x brought hot new shows 
of Jasper Morello. (We all hope this one will be ashoo-in for an © such as | Got a Rocket and 
Oscar nom this year!) El Corazon to MIPCOM). & 
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OF MEDIA ARTS 


Intensive One or Two-Year 
Diploma Programs 
9D/3D ANIMATION 
GAME ART & DESIGN 

VISUAL EFFECTS 


www.vanarts.com 
1-800-396-ARTS 
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Courtesy: Sony Pictures Television 
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See Ya in the Suburbs 


Suckas! 


The Boondocks, Aaron McGruder’s brilliant and irreverent 
comic strip, comes to animated life on [adult swim], 
offering a much-needed “foot in the ass of the man!” 


-emember 1999? With Bill 
Waterson’s Calvin and Hobbes 
and Gary Larson’s The Far Side 

gone from the pages of newspapers, 
the comics pages were beginning 
to feel like a ghost town, populated 
with overly cute characters and stale 
ideas. Then, in April of that year, Aaron 
McGruder revolutionized the scene 
overnight with The Boondocks, his 
crisply drawn, hilarious and zeitgeist- 
Savvy strip. Audiences warmed 
up to Huey and Riley, 
the two. African- 
American — inner 
city kids who 
moved to 

the suburbs 

with their 
granddad, an 
unlikely guardian 
with a lot of “crazy- 

ass-old-black-man” 
ideas (in the eyes of 
the boys!). 


i 
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This month, late-night TV fans will 
finally get a chance to see the animated 
version of the strip as The Boondocks 
finds a home on the irreverent [adult 
swim] block on Cartoon Network. 
Produced by Rebel Base and Hudlin 
Entertainment in association with Sony 
Pictures Television, the envelope-pushing 












Courtesy: Sony Pictures Television 
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toon has found its 
perfect home on 


[adult swim], a place < 

where = _McGruder tl oes 
and company can ee 4 
fully explore the —) 2 


social and political 
dimensions of the 
characters without 
compromising their 
original visions. In 
the long run, some 
might say it was 
a good thing that 
FOX chickened out 
and passed on the 
project. 

McGruder, who Is heavily involved in 
the creation, production and writing 
of the show, says he definitely wanted 
the series to take full advantage of 
the possibilities of the medium. “I 
didn’t want the show to be the same 
as the strip,” he notes. “We did our 
best to deliver very lush animation 
and bring in a nice anime look. We 
looked long and hard at some of the 
other examples of animation out 
there, and we definitely didn’t want 
the show to look like the Saturday 
morning American anime blend. | was 
very happy to see that we were able to 
achieve authentic anime style in many 
instances. Sure, we had to deal with 
cultural gaps and language problems 
[Korea's Dong Woo and Lotto studios 
also work on the show.], but we ended 
up with a very good-looking show, by 


Aaron McGruder 





Photo credit: 


Carl Jones 
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Courtesy: Sony Pictures Television 


Mike Clark, Sony Pictures Television Kyle Christy 
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American standards!” 

If McGruder sounds like someone 
who knows his anime. stuff, it’s 
because he does! Before attending 
the University of Maryland (where 
he got his B.A. in African-American 
studies), the man called “the most 
dangerous black man in America” 
by USA Today, worked at a comic- 
book store in Columbia. “As a kid, my 
biggest inspirations were Star Wars 
and the Peanuts comic strip,” he says. 
“| was also a big fan of Doonesbury, 
Bloom County, and, of course, Calvin 
and Hobbes. | also thought anime 
titles like Akira were amazing.” 

One of the challenges of basing a 
TV show on the wonderfully topical 
Strip was the production schedule. 
“Because it takes us about 15 months 
to go from script to delivery, we 
couldn’t be too topical. But there were 
instances where we just rolled the dice 
and decided to use things that were 
in the news,” says McGruder. “You'll 


THE BOONDOCKS 





Sun O 


shot.], and then 9/11 happens, and he 
tells people to turn the other cheek, 
and because of that, America ends up 
hating him. Huey is the only one who 
shows up at his book signing!” 
Ofcourse, oneofthe guilty pleasures 
of the comic strip is McGruder’s 
on-target satire of George W. Bush 
and his administration. Although 
the president doesn’t make an 


BY AARON McGRUDER 


OAM ET 


the grandson of a billionaire (voice of 
Ed Asner). He’s just a real bad kid!” 
Show producer Carl Jones, who 
actually helps draw the _ daily 
Boondocks strip, says he expects 
fans of the comic to be pleasantly 
surprised by the TV adaptation. “Once 
| actually saw what he wanted to do 
with the show, it blew my mind,” he 
says. “Although the strip is more 
political, we are able to do a lot 
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more with a 22-minute show. You 
get a lot of social issues as well as 
pop culture. You also get to know 
the characters alot better and have 
a good feel for their personalities, 
their anxieties, their issues.” 
According to Jones, the animators 
did their best to make the series look 
| | as cinematic as possible. “Aaron is 
4 constantly trying to improve the 
show, but you can really compare 


A Complete List of People 
Fully Deaerving of 
Unrolenting Attack by 
Wild Bore, Babid PLE 
Bull Tecriece and Eiller 


notice that we have a storyline 
about the trial of singer R. Kelly 
and we actually wrote about it a 
year and a half ago and his trial is 
just coming up.” 

Also high on the list of priorities 
was making sure The Boondocks 
clan would not be the victims of 
the usual ho-hum patterns of the 
sitcom universe. “There’s a really 
nice dream sequence in which 


Africas Bees for THeLlr 
Crime Aqpaieeet 
Humanity (cont. } 





Huey is fighting a blind samurai, 

which also involves a flashback to 
Granddad as a fighter pilot in World 
War Il. In another episode, we have a 
plotline centering on Martin Luther 
King. He wakes up from a coma in 


appearance in the toon series, there 
Is a new character who might seem 
a bit similar to the former governor 
from Texas. “We have a character 
called Ed the Third (voiced by Charlie 


the series to the popular anime 
titles and live-action films in its tone. 
I’m sure if we go to a second season, 
we'll experiment in mixing CG and 2D 
animation as well.” 

McGruder says he’s hopeful that 


2001 [It's assumed that he wasn’t the series will lead to a feature project 
at Sony as well. Regardless of what 
happens to brothers Huey and Riley, 
their friends Michael and Jazmine 
and grumpy ol’ Granddad, you can be 
absolutely positive about one fact 
in our uncertain world. When asked 
whether Michael Jackson will make a 
guest voice appearance on the show 
during sweeps, McGruder assures his 
fans, “That’s an absolute lie!” & 


Murphy of Chapelle’s Show), who’s 
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. The Boondocks premieres on Cartoon 
fe eo 





Network at 11 p.m. on November 6. 
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The Padded Cel 


The Coming Animation Pandemic 


Author’s Note: On a recent backpack- 
ing trip to the desolate badlands of Bever- 
ly Hills, | made an amazing discovery. While 
picking organic money off of trees, | stum- 
bled upon a remarkable artifact: a “reverse 
time capsule.” It had been buried by a fu- 
ture generation and then, miraculous- 
ly, sent backwards in time in shocking 
defiance of the space-time continuum 
and Robert’s Rules of Order. The cap- 


writings from the future which we will 
reprint from time to time as a new re- 
curring feature of this column. 

Dateline: Secret Underground Bun- 
ker, December, 2009. 

I'm here because there was no other 
place left to hide. This is the last place 
on earth where one can escape ... Car- 
toons. 

The trony is that | love animation. 
Not to mention that it has provided a 
stimulating and rewarding livelihood 
for my entire adult life. But sometime 
around 2005, something very strange 
started to happen. Animation began 
to mutate and spread. Its DNA trans- 
formed itself from “cartoons” to “con- 
tent.” No longer confined to television, 
movie theaters or even the Internet, it 
became mobile. Before anyone could re- 
act, it became airborne and emerged as a 
pandemic, circling the globe jumping from 
medium to medium. 

First, in early 2005, it attached Itself to 
cell phones. Classic animation which had 
been lovingly crafted was reduced to brief 
bursts on 2” screens, with half-inch speak- 
ers. (The male-perpetuated myth that size 
doesn’t matter was conclusively debunked 
by a team of female researchers in early 


sule contained some mind-boggling f 
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2006.) Not merely reduced to microscopic 
size, these wonderful, timeless cartoons 
—into which writers, artists, actors and 
producers had poured their hearts, souls 
and marriages—were relegated to serving 
simply as one in a long list of momentary 





diversions in the life of the attention-defi- 
cited multi-tasker. 

Oh, don’t get me wrong. It was great for 
business. Anytime a new market creates 
another paying outlet for animation, it 
helps to support a budget-challenged in- 
dustry, keep animators employed and per- 
petuate the craft. But that doesn’t mean | 
have to like it. Still, if it had stopped with 
cell phones, maybe it wouldn’t have been 
so daunting. 

But that was only the beginning. 
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by Robby London 


The first video IPods were unveiled in 
October 2005. In 2007, appliances began 
to show animated “content.” Ice Age was 
popular on refrigerators, Finding Nemo a 
big hit in bathtubs and several titles writ- 
ten by an obscure animation writer named 

Robby London were remarkably suit- 
ed to the toilet. 

A few years later, the field of “op- 
tomomation” was pioneered. Scien- 
tists attempted the first implant of 
a retinal chip capable of receiving 


to the ocular nerve. The test subject, 
a chimp named Bushy, lost his ability 
to focus on a banana long enough to 
peel it and subsequently starved to 
death. But the autopsy revealed he 
was smiling inside. So, some years 
later, the first human trial was per- 


animation and channeling it directly 


)) formed successfully on a prison vol- 


unteer serving life without parole for 
his role in a phony Canadian co-pro- 
duction tax-credit scheme. 

(In a related event, Senator Bill 
Frist instructed his “blind trust” to 
buy stock in the patent-holder, so as 
to avoid conflict of interest.) 

The rest, as they say, Is history. 
From cradle to grave, from home to car 
to office, on every surface, every product 
and spanning all corners of the globe, it 
became all-animation, all the time. Anima- 
tion Magazine became more influential 
than The New York Times and tts colum- 
nists were the new sex symbols (size not 
withstanding). Is it any wonder | had to 
escape? 

Robby London has worked in animation for 
more than 20 years as a writer, producer 
and executive. 
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Its a Wonderful Holiday 
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Special Mate! 


A Very Barry Christmas, Cuppa Coffee’s charming new 
stop-motion special, delivers a “Down Under” take on the 


holidays. by Ramin Zahed 


Oo matter how much technology ad- 
N vances, TV viewers will always have a 

soft spot for good old-fashioned stop- 
motion animation. This fondness reaches un- 
usual heights during the holidays, thanks to the 
nostalgic pull of those great Rankin-Bass chest- 
nuts such as Frosty the Snowman and Rudolph 
the Red-Nosed Reindeer. This year, the brilliant 
team at Toronto-based studio Cuppa Coffee has 
delivered a new spin on the classic genre with A 
Very Barry Christmas, a 45-minute special that 
travels from the cold reaches of the North Pole 
to the exotic terrain of the Aussie outback. 

The feel-good adventure centers on Barry 
Buckley, a well-intentioned fellow who cares for 
a misfit band of animals Down Under. Since this 
is a Christmas story, Barry and his mismatched 
marsupials find themselves involved in a Santa 
Claus switcheroo. Musical numbers, comedy 
and a happy stop-motion finale are all part of 
the agenda in this project, penned by Cuppa 
Coffee founder Adam Shaheen and Brendan 
Russell and directed by Andrew Horne. 

For Horne, an Australian transplant who lives 
in Toronto, the whole “fish out of water” ele- 
ment of Aussie characters (who are used to the 
heat and don’t get snow on Christmas) was a 
great premise for the tale. “It was truly a labor 
of love for all of us,” he adds. “We came up with 





a bunch of characters we thought were quite 
charming and funny. Then we threw in a good 
mix of culture clash jokes and traditional holiday 
elements as well as wonderful musical contribu- 
tions by Adam Goddard.” 

Shaheen, whose studio Is currently working 
on four stop-motion shows (The Wrong Coast, 
Little People, Celebrity Death Match) and two 
Flash series (Bruno & The Banana Bunch, Tigga 
& Togga), says the special was another instance 
of Cuppa Coffee jumping in and producing pro}- 
ects without having to wait for other studios 
and TV outlets to finance the production. “We 
financed the entire production, which cost 
about $1.6 million Canadian dollars [$1.3 mil- 
lion U.S.],” he notes. “We're based in Canada, so 
have tax credit programs to help leverage the 
costs. We were able to move ahead with our 
long-form proprietary programs without having 
to rely on network commitments. However, now 
that people have seen the high quality of our 
productions, that tide is changing and financial 
commitments are made much earlier on in the 
development stages.” 

After fleshing out the script, the Cuppa Cof- 
fee team began working furiously on the project 
in the early part of 2004. Because the Toronto 
shop has 40 stop-motion studios, they were 
able to add the finishing touches by October, 
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and the show aired in 
Canada last year. Sha- 
heen notes that, on aver- 
age, they were producing 
anywhere from four to 12 
seconds of stop-motion 
animation each day. 

“We knew from day one 
that we wanted this pro}- 
ect to be stop-motion,’ 
says writer Brendan Rus- 
Sell. “l grew up loving all 
the Rankin-Bass specials, 
and this type of anima- 
tion really lends itself well | = 
to the genre. It’s a tactile = andrew Horne 
cinematic look, but It’s a 
not just a stylistic stamp. 
It has to be story-based.” 

For the show's director, 
the authentic feel of the 
production is what sets it 
apart from similar materi- 
al. “There are other shows 
that are set in the Austra- 
lia, but you can just tell that they are directed 
by North Americans,” says Horne. “Many of them 
don’t have an authentic flavor. We worked hard 
to convey a true Australian ambiance. Of course, 
the part about the North Pole was all made up 
because none of us have been there!” 

One of the key things about the special is that 
it is ideal for “co-viewing,” this year’s popular 
catch-phrase among TV insiders, which simply 
means shows that parents can watch with their 
kids without being bored stiff. “It was important 
that we create something that the whole fam- 
ily can sit down and watch,” says Russell. “Not 
only does it make them laugh, kids can take 
something away from it and adults can watch tt 
without rolling their eyes.” 

And if you find yourself falling for Barry and 
the jovial claymated characters in this Christmas 
special, Shaheen and company have some good 
news for you. “We are developing a caper kind 
of feature using some of the nice characters we 
introduced in the special,” he says. “The thing 
to remember is that every production Is a huge 
lesson. You keep learning and growing. Now that 
we have this wonderful project under our belt, 
people know that we have a business model 
that works, and that we are able to make great 
animated projects on budget and on time!” & 


Cuppa Coffee’s A Very Barry Christ- 
mas airs on ABC this holiday season. 
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The Ultimate Animation 
Lovers Holiday Gift Guide 


t's November and we're all scratching our heads trying 
to figure out how the first ten months of 2005 slipped 
through our fingers so quickly. It’s also time to plan the 
appropriate animation-related gifts for loved ones, which 
will show them what a considerate kind of person we are. 


Terrific Tablets 


alk to any animator for a given length of time, and sooner or later, he or she is bound to sing 

the praises of Wacom’s tablets. The benefits of using an interactive pen with a cordless, 
battery-free tablet are quite obvious. The new Cintiq 21UX combines the intuitiveness of pen 
and paper, with the ability to undo, redo and create different layers. The new model’s grip pen 
has 1,024 levels of tip and eraser pressure sensitivity, and the 21.3” LCD offers UXGA resolution 
(1600x1200). Although the older Cintigq 17SX doesn’t have some of the key features of the new 
model (such as the larger display, the ExpressKeys, the Touch Strips or the high-res tablet and 
sensitive controls), it’s still a great tool for presentations, digital documents, filling out e-forms 
and general cursor control with direct pen-to-screen applications. Here’s the tough part: The new model sets you back about $2,500 
while the 17SX can be purchased for $1,799. It all boils down to how much money you have left in your wallet after paying for gas at 


the pump! For more info, visit www.wacom.com/lIcdtablets. 


Scaling Claymation Heights 


t’s a sign of the times that our great claymation friends 
from yesteryear, Davey and Goliath, are getting more 
multicultural in their treatment of the holidays. In the 
oe 3 mem new DVD special Davey 
ae bs .. and Goliath’s Snowboard 
Christmas (Starlight Home 
ime. Entertainment, $16.99), our 
es, pals put on their mittens 
‘ _ and scarves and meet two 
: | * new friends who teach 
\g a, them about Hanukkah and 
| J" ™ = Ramaddan. Produced by 
Clokey Productions and 
spearheaded by Joe Clokey 
(son of original creators 
Art and Ruth Clokey), this timely stop-motion adventure 
carries the meticulous artistic stamp of the familiar show. 
That means they still use 24 still frames to make only one 
second of family fun. Overall, it’s a great way to be both 
nostalgic and progressive at the same time. 
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by Ramin Zahed 








The good news is that we’ve done your homework for you 
and picked several items that will make people realize that 
you put a lot of thought into selecting that special gift. And 
if they don’t like your gift, claim it as your own and drop the 
ungrateful ones from the list next year, OK? 
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Halloween 2005 
Costumes 









1. Princess 2770217 
2. Witch 1,664,215 
3. Spider-man 1,436,321 
4. Monster 1,304,385 
cS. 
S 





5.Darth Vader 1,259,406 
6. Superhero 1,259,406 
7. Star Wars Character 809,618 
8.Batman 764,639 
g. Ninja 719,660 















10. Clown 719,660 
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Bedside Table Buddies 


ae since Craig McCracken’s awesome 
animated series premiered on Cartoon 
Network in August of 2004, It set new 
Standards for Flash-animated shows. Now 
you can have a little piece of Foster’s Home 
for Imaginary Friends to give as a collectible 
gift this season. The limited-edition, hand- 
painted porcelain statue of Blooregard, 
Mac and Eduardo is about nine inches tall, 
eight inches wide and six and a_ inches 
deep: It is the kind of item that will delight 
both die-hard animation aficionados and young fans, but because it 
costs about $go, we'd save it for the ones on your list who rate higher 
than others! To order, visit www.cartoonnetwork.com.shop. 





THREE 
AMAZING 
ADVENTURES 


British Charmers 


So you saw the new Wallace & Gromit 
movie and fell in love with Nick Park’s 
brilliant plasticine characters all over 
again. We canthinkof afew ways youcan 
put the sharp inventor and his taciturn 
beagle on your gift-giving list. First up, there’s a great 
DVD collection titled Wallace & Gromit in Three 
Amazing Adventures. W&G’s previous escapades, 
A Grand Day Out, The Wrong Trousers and A Close 
Shave, are included in this package as are the ten 
mini-episodes of Cracking Contraptions. The first season of 
Aardman’s popular TV show Creature Comforts, which aired on the BBC 
in 2003, makes the perfect companion DVD. Both titles are available for 
$19.99 each. You will also have tons of fun searching for the perfect 
toy on the Aardman Toy store online (www.aardman.com). Not only can 
you get your own Gromit Sofa Remote Holder, 
there are things 
such as Were-Rabbit 
Hands and Shaking 
Rabbits to keep you 
smiling all through 
the stressful holiday 
season. 
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Never Forget 
Your Pet Tiger 


ust walk into any book store 

this time of year, and you will be 
amazed by the number of cool art 
books and toon-related material on 
display. However, there were several 
titles that simply made us weep with 
joy and gratitude. Any comic-book lov- 
er on your list will drool for Andrews 
McMeel Publishing’s three-volume 
(1,440-page) The Complete Calvin 
and Hobbes. Frankly, it’s hard to find 
anything more glorious than this col- 
lection of Bill Waterson’s syndicated 
Strip, 1985-1994, In stores this year. 
As fellow artist Art Spiegelman noted 
in Publisher's Weekly, 
“There’s some- 
thing poignant 
about the 
artist’s hope- 
less struggle 
to work within 
the confines of 
mass culture 
while simulta- 
neously critiqu- 
ing it. These 
books offer a testa- 
ment to Watterson’s dedica- 
tion and to the medium’s abil- 
ity to keep reinventing itself 
against all odds.” Although the 
tome is listed for $150, you 
can snap It up it for $94.50 on 
amazon.com. 
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Under Harry’s Spell 


here’s so much buzz surrounding the new Harry 

Potter movie, which unspools in theaters this month, 
it's hard to concentrate on all the other cool items that 
can take us back to Hogwarts Academy. If questions such 
as “What spell does Hermione use to fix Harry’s glasses?” 
or “How many eyes does The Monster Book of Monsters 
have?” get you going, 
then we _— strongly 
recommend the new 
Mattel/Screenlife 
Scene It? The Harry 
Potter Edition 
interactive DVD game 
($39.99). You can enjoy 
scenes from all four 
HP movies and revisit 
Harry, Ron, Hermione, 
Hagrid, Dumbledore, 
Buckbeak and others. The 160 question cards come in 
three categories (Hogwarts, Wizarding World and Muggles) 
and the All Play puzzles include Colin’s Camera, Hagrid’s 
Hut and Polyjuice Puzzle. In short, you'll have to be a real 
Snape to not fall for this addictive game. 





Putting on the Cat 


E ver since the resourceful black and white cat with the 
giant grin made its first appearance In 1919, Felix the 
Cat has been a delightful fixture of pop culture all over 
the world. So it’s no surprise that 85 years later, the fan- 
tastic feline hasn't lost any of his original 
appeal. We know Otto Mess- 
mer/Pat Sullivan’s classic 
character has numerous 
tie-ins and_ licensees, 
but sometimes, a 
simple T-shirt fea- 
turing the smil- 
Ing Felix can do 
wonders for one’s 
wardrobe! You can or- 
der your favorite cotton 
Felix tees ($21.95) on 
www.characters.com. 
There’s the blue one 
featuring him cussing out his 
shadow, the tan version with his face pop- 
ping out of a star or the one showcasing his “Righty O” 
catch-phrase. Either way, you can’t lose with this first real 
cartoon star of the TV era. 
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No Christmas Without 
Scrooge (or Mickey)! 


ome graphic novel fans may flip for ™ 
the latest angst-ridden work from 
avant-garde expressionist artists, but 
we like to plunk our money down for 
good old-fashioned Disney adventures 
published by the perfectionist folks 
at Gemstone Publishing. This holiday be 
season, there’s a plethora of titles 
to pick from. You can go for Mickey Mouse 
Meets Blotman, a wonderful 48-page paperback ($5.99) which 
finds our famous hero lost in another dimension, where his 
inventor pal Doc Static is a criminal genius and old arch-foe The 
Phantom Blot is an action hero. The secret identity of Blotman 
is a delightful surprise, by the way. The piece de résistance 
is Mickey and The Gang, Classic Stories in 
7 » Verse, a gorgeous 360-page coffee table 
(, Pee §=—DOOK, which contains all 124 stories of 
eee the story pages that originally appeared 
" in Good Housekeeping magazine from 
sons TE 1934 to 1944. Each page Is illustrated in 
STORIES watercolor by Disney artists Tom Wood 
_ and Hank Porter. The hardback version 
(which includes ten large foldouts) carries 
a $149 price tag (ouch), but there’s also a $29.99 paperback 
edition for the more financially challenged holiday shoppers! 
And don’t forget about the publisher’s classic monthlies such 
as Walt Disney’s Comics & Stories and Uncle Scrooge, which 
can be yours at $83.40 for 12 issues. Call us old-fashioned, but 
nothing tops those timeless Uncle Scrooge adventures, which 
were created by Carl Barks back in the 1940s. 


Indie Scene Chronicles 


n this day and age where greedy multinational corporations 

loom over most of pop culture creations, it’s wonderful 
to see a fantastic book devoted to the artists who are 
revolutionizing the face of 21st century animation with their 
exquisitely crafted labors of love. Noted animation critic 
and historian Chris Robinson’s Unsung Heroes of Animation 
(Indiana University Press) pays homage to the likes of Ryan 
Larkin, The Brothers Quay, George Griffin and Igor Kovalyov 
in his beautifully composed tome. Robinson, who also serves 
as the artistic director of ) 
Ottawa’s International Festival 
of Animation and has been 
called “a modern day Vasari,’ 
has done a great service to 
the brilliant animators whose 
personal and challenging art 
delights festival-goers around 
the world year after year. 
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Playing with Aslan 


isney is hoping this will be a big winter for C.S. 

Lewis and his magical world of Narnia. We know 
that Weta Collectibles is 
releasing a glorious line of 
statuettes in time for the 
holidays. In addition, Buena 
Vista Games is unleashing 
a tie-in game developed by 
the kids at Traveller’s Tales, 
who also worked on the killer 
LEGO Star Wars offering. 
The Xbox release offers 
a cooperative buddy system that allows 
gamers tocontrolone of several different 
\%, characters and combine attacks 
. with other characters on-screen. It 
also features an at-will multiplayer 
system that lets players jump in and 
™ out of the game at their discretion. 
There are also compatible versions 
for PS2, GameCube, Nintendo DS, PSP, 
_. Game Boy Advance and the PC. We’re 
~ ™ sure the author never imagined his 
== Christian allegory would generate 
so much material interest in 2005! As 
one Hollywood exec put it, “Just think of it as Passion 
of the Christ for kids!” 





















® 
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Catch Some iZs! 


Picnic Basket Not Included 


Yeah, yeah, we know all about love, family and 
the whole Peace on Earth message of the holiday 
season. But what were really thrilled about this year 
is the release of two amazing collections of Hanna- 
Barbera classics on DVD this month. It’s hard not to 
drool over the glorious four-disc The Yogi Bear Show 
collection, which features 33 complete remastered 
episodes of the hugely popular toon which debuted 
in 1960. A great perk is the inclusion of the famous 
birthday episode, which features appearances 
by Snagglepuss, Yakky 
Doodle, Quick Draw 
McGraw , Augie Doggie, 
Doggie Daddy, Pixie, Dixie 
and Mr. Jinks. Warner 
Bros. is also releasing 
the first volume of The 
Huckleberry Hound Show 
on DVD, with 26 episodes 
of the fun show featuring 
the blue pooch with the 
Southern drawl. Each DVD has an official price tag of 
$44.98, but if you go on Amazon, you can buy each 
title for $31.49. Or you can take advantage of their 
great buy-both-titles offer for $62.98 and rewind 
your personal DVD time clock back to the sixties. 


very holiday season, some brilliant mind comes up with a techno-toy 

that blows everything else out of the park. This year, we have the 
glorious and musically gifted iZ, courtesy of Roger Schiffman—the same 
man who gave us the Furby a couple 
of decades ago! The cool nine-inch-tall 
gizmo may look like Gonzo’s intergalactic 
cousin, but he is as music-savvy as Moby. 
You can twist his ears to start one of 
seven different rhythm tracks, and then 
twist it one more time to bring in vocals, 
chirps and beeps. You can even jack an 
MP3 player to its rear to play your own 
tunes. Available in blue, green and red, 
our new friend has a two-inch speaker in 
his belly, and the younger kids will definitely get a kick out of the rude noises 
he makes after dinner. The poseable iZ can add scratches to his tunes, will 
Stand on any single leg, and has expressive eyes that move independently 


to the music. (Let’s see Shakira do that!) Plus, he can be yours for $40 at 
www.zizzle.com, which Is a lot less than any live musician charges per gig these days. 


WWW. animationmagazine.net 
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Digital Domain makes life a bit easier for actress Charlize Theron 
in the live-action feature version of Aeon Flux. by Ron Magid 


TV’s_ influential 1995 animated 
series, Aeon Flux, makes it to 
the big screen with much visual 
imagination and dramatic flair courtesy of 
director Karyn Kusama and 250-plus nifty 
effects shots. Of course, Digital Domain’s 
team, headed by co-visual effects supervi- 
sors Jonathan Egstad (I, Robot) and David 
Prescott (The Day After Tomorrow) was 
hugely responsible for aiding the movie’s 
lead actress, Charlize Theron in her battles 
against the evil forces, as well as the artists 
at San Francisco and L.A. house The Orphan- 
age, who also contributed to the film. 

While forging its own celluloid identity, 
it Is amazing just how much CG animation 
goes into translating the adventures of Peter 
Chung’s Heavy Metal-style adult heroine from 
cartoon to live action. Much of DD’s work in- 
volved creating outlandish locales, from the 
walled city of Bregna, where killer trees for- 
ever encroach, to an unusual library that dis- 
guises a more sinister laboratory in a parallel 
dimension. Among the most challenging of 
these environments was the orbiting Relical, 
a blimp-like ship with trailing banners which 
houses a dreadful secret. “The people under- 
stand that the Relical is a monument,” says 
Prescott. “But a lot of the story is Aeon figur- 
ing out what the Relical actually is and how to 
get inside where a darker secret is revealed.” 





M 
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In fact, creating Aeon’s entry into the Rell- 
cal would be an ongoing theme throughout 
the entire production. “While we were shoot- 
ing, we were developing digital Aeon, her hair 
and dynamics,” Egstad says. “The sequence 
was always being worked on in some manner, 
whether It was pre-viz or honing digital Aeon 
or the environment.” 

The zeppelin-shaped Relical with banners 
trailing like tendrils provided its own chal- 
lenges, particularly at night, when the craft 
was dramatically self-illuminated. “Getting 
the aesthetic of the hard surface was diffi- 
cult, but the bigger technical challenge was 
creating the digital Aeon climbing on the ban- 
ners,” Prescott explains. “We were supposed 
to do distance shots, but they were not able 
to get as much live-action footage of Charlize 
on the banners as they wanted, so it got a 
little more challenging than we’d ever hoped 
it would be.” 

“A few weeks into working on the show, 
[producer] Gale Anne Hurd asked us if there 
was anything more that we could come up 
with on the sequence and put Aeon in a little 
more peril,” Egstad recalls. “We worked with 
Our pre-vis animators and quickly put a se- 
quence together that incorporated many of 
the original boards and also some shots that 
had the potential of using a CG Aeon.” 

The sequence begins with Aeon leaping 
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Keeping A Glam Heroine in Flux 


from a towering spire in the Bregna govern- 
ment complex onto one of the Relical’s trail- 
ing banners. “While the whole idea of her 
jumping onto the banner and climbing up 
into the Relical was all conceptually there, 
we went through a couple of iterations edit- 
ing the exact flow of one shot to another,” 
Prescott adds. “Then what we couldn't shoot 
of Charlize on the banners determined which 
of the shots would become CG.” 

But the real Charlize Theron—a very tal- 
ented athlete besides being an Oscar-win- 
ning actress—injured herself after only a 
few weeks of shooting in Berlin and was 
unable to do as much of her stunts as origi- 
nally expected. “They initially didn’t feel there 
was a need for too much digital Aeon work, 
and they were right because Charlize has a 
strong dance background and has a phenom- 
enal sense of her body and space—until she 
hurt herself” Prescott says. “After she hurt 
herself, she was laid up for some time, dur- 
ing which we realized that if the show were 
going to carry on there would be a need for a 
digital Charlize. We thought we were going to 
have to do a huge amount of work, so we had 
Charlize come in and scanned her. We went 
the whole gamut, from texturing right up to 
an extreme closeup, on digital Aeon.” 

“When we came back from the break, af- 
ter the injury, we were expecting to do a lot 
more,’ Egstad adds, “but Charlize was actu- 
ally able to do quite a bit—not drastic stunts, 
but fight moves, things like that.” 

Here director Kusama’s instruction that 
Aeon was not a true superhero helped. “Aeon 
could do things we couldn’t, but she couldn't 
fly or any of the things that we associate with 
superheroes today,’ Prescott says. “When 
filming resumed, Charlize could do a lot more 






































than what everyone was even hoping for. 
Much of it involved complex wire work, and to 
watch her pull that off was pretty amazing.” 

“Karyn would have her jump two times as 
far as we could jump, not twenty times as 
far as we could jump,” Egstad says. “It was 
that kind of thing where you knew we were 
stretching It.” 

After leaping onto a 20’ section of banner 
against greenscreen, Theron would hang up- 
side down, then do forward flips. Since the 
banner had to appear many times longer on 
screen, DD’s artists used Theron’s feet and 
hands as natural breaks to disguise the join to 
their digital cloth. The digital Aeon was mod- 
eled and animated in Maya. Her performance 
was never motion captured—the character 
was entirely hand-animated from motion 
studies of Theron. But her hair and gravity- 
defying costume, which were achieved with 
simulations, proved problematic. 

“Getting the proper sheen to the span- 
dex and the way the light wraps around the 
sides of it was a bit of fun,’ Prescott admits. 
“But most of the work we actually spent on 
getting her hair to flow correctly, especially 
when she’s flying through the air. We used a 
mixed bag of tricks to get it to work: lots of 
photographic reference of Charlize to mimic 
the nature of her hair, as well as a third-party 
and proprietary simulation software. We had 
our CG supervisor Darren Hendler and char- 
acter lead Dave Hodgins do all these tests 
in closeup early on and it looked incredible, 
So on the day we needed to use It, we were 
prepared.” 

Once inside the Relical, Aeon discovers 


zine.net 


WWW.animationm 
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Room with a View: The design of a secret 


chamber within the Relical ship is one 

of the vfx highlights of Aeon Flux. The 
flowing, free-form environment of the 
room was conceived as a large set piece 
combined with digital matte paintings 
done in Photoshop. Digital Domain 
delivered the chamber’s cool hologram 
effect. 


a golden honeycombed chamber filled with 
glistening vertical strands stretched floor to 
ceiling like harp strings. The visually stunning 
design was achieved in collaboration betwixt 
Prescott, Egstad and supervising art director, 
John Frankish, in Berlin, while compositing su- 
pervisor Sonja Burchard and lead Joe Farrell 
worked on the look of the hologram effect 
back at Digital Domain. 

“The interior was undefined, so we got in- 
volved in that early on,” Prescott says. “John 
and his staff in Berlin were very open to us 
working with them and helping to design 
various elements that would translate into 
the 3D world correctly. The original design 
was Just kind of a big bowl. We came up with 
modifications on the steps and the other 
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design elements working with John, then 
they illustrated a couple of quick sketches 
as to how they wanted the matte paintings 
to look.” 

The flowing, free-form step-like environ- 
ment was mostly conceived as a large set 
piece combined with digital matte paintings 
executed in Photoshop. “We had to see it 
from so many different views, it ended up 
having to be 3D,” Egstad says. 

Activating the Jules Verne-esque machin- 
ery, 3D images of multiple human heads form 
as what appear to be shimmering stacks of 
gold coins sequence up and down between 
the wires. “She’s calling a research group 
up,” Prescott explains. “The Relical is where 
they store all the DNA, so we were trying to 
represent DNA sequencing—the look of DNA 
stacking up on itself. We always kept the light 
moving across the strands, and the 2D as- 
pect was fun from the standpoint of trying to 
balance how much that light moved and how 
much it didn’t. We wanted to come up with a 
different kind of holographic computer vision 
than we've seen before.” 

When asked if the golden strands them- 
selves were practical, Prescott states, “The 
foreground strands here are real.” Then he 
suddenly hesitates. “Wait, not on this one— 
these are all CG!” 

It's a safe bet that when immersed in the 
digital fantasia of Aeon Flux, audiences won't 
know what’s real or imagined either. & 


Paramount’s Aeon Flux opens in 
theaters on December 2, 2005. 
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State of the Art 
Satans little Helpers 


Burbank-based Captive Audience used a multitude of 
clever CG tricks to create the demons in The Exorcism of 
Emily Rose. by Barbara Robertson 


he question is from Industrial Light & 
T Magic’s Sebastien Moreau: “Who did the 

scary f/x of people’s faces changing 
into demons in The Exorcism of Emily Rose and 
how did they do it? 

The Screen Gems horror thriller directed by 
Scott Derrickson tells the story of an attorney 
(Laura Linney) defending a priest (Tom Wilkin- 
son) on trial for the homicide of a young girl 
named Emily Rose, who had believed she was 
possessed. 

Creating her demons were Michael Shelton, 
visual effects supervisor, and the crew at Bur- 
bank, Calif.-based Captive Audience, the Oscar 
winning makeup effects house whose first vi- 
sual effects project was The Passion of Christ. 

“We were given a blank canvas by the direc- 
tor,” says Shelton. “Our only rule was to respect 
the aesthetic of the film. He wanted things 
based in reality. No oogity boogity monster 
faces. They could be hallucinations. Maybe a 
weird shadow across a face. We wanted to re- 
spect the audience’s imagination—except for 
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the kid in the classroom. No one would mistake 
gunk pouring out of a kid’s eyes for a shadow.’ 

All told, a crew of 15 people handled nearly 
200 effects shots of which around 4o were 
demonic digital makeups and enhancements. 
They used Maya for 3D modeling and anima- 
tion, PF Track for tracking, PhotoShop for paint- 
ing, Mental Ray for 3D rendering and Shake for 
compositing. 

The demons arrive in increasingly dramatic 
fashion. The first is simply a face in the clouds 
seen through a window, although the face was 
not simple to create. It was particularly impor- 
tant because it sets the stage: The audience 
sees Emily's reaction (as a reflection in the win- 
dow) during the event. After that, the audience 
sees her react only after a ghoul has appeared. 
To create the shot, the crew removed green- 
screen, without removing Emily’s reflection, 
from a window filmed on a set in Vancouver. 
Then, they painted a face into clouds in Pho- 
toShop, composited that behind Emily’s reflec- 
tion in Shake and added lightning flashes. “This 
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shot had the greatest possibility of 
looking quite terrible,” says Shelton. 
“Thankfully, we nailed it.” 

Next, she sees a face on a win- 
dow. “The face breathes itself onto 
the window as if someone had blown 
ona cold window and fogged it,” says 
Shelton. For this, Rob Ostir painted a 
ghoulish face that he watered down 
and fogged with Maya particles to 
create raindrops and condensation. 

Then, the demonic presences 
ramp up: Emily sees people trans- 
form, which meant the crew at Cap- 
tive Audience began altering the 
faces of actors in plates. The gunky- 
eyed kid was first. 

“The concept was that his eyes 
would darken and fill with black evil 
Sludge that would pour down his 
face,” says Shelton. “We did a motion 
pass on his face, tracked that, cre- 
ated a tear shape and then ran a particle simu- 
lation down his face.” Compositors layered the 
rendered particles onto his face in Shake and 
added reflections. 

After Emily sees evil leaking from her class- 
mate’s eyes, she runs outside and confronts, 
one after another, a ghoul in the backseat of a 
passing Car, demonic people under an umbrella 
and screaming, fiendish crones in a church. “We 
called it the gauntlet of terror,” Shelton says. 

The backseat ghoul wore makeup - a pull- 
over mask that the visual effects crew soft- 
ened and distorted to match the style of the 
digital demons. “It’s raining, so we softened 
and obscured it to look like water had hit your 
eye and blurred the image,” Shelton says. 

Next, the people under the umbrella. They 
walk toward Emily and start screaming, and as 
they scream, their faces change into demonic 
manifestations. For this shot, the crew cre- 
ated the transformations as animated matte 
paintings that were tracked to the faces and 
warped in Shake. 

“In the theater, you'll think you saw some- 
thing, but you won’t be sure what you saw 
because it’s so quick,’ says Shelton. “Even so, 
we took great care to make certain that if you 
frame advance through the transition on a 
DVD, It will still look seamless.” 

To alter these faces and those of the 
women in the church in the following shots, 
Shelton began with a sketch. “Once I've got- 
ten the footage, | bring frames into PhotoShop 
and roughly sketch something | think will look 
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interesting,” he says. “I pick frames where the 
expression Is at its peak, at the highest point 
of emotion. If the person Is screaming, | look for 
the mouth at its widest point. Then | do a quick 
concept piece and consider what | need to get 
it here from normal. | reverse engineer it and 
decide whether | can achieve it in 2D or if |need 
to do it in 3D.” 

As he creates the concept art, Shelton, who 
was a traditional make-up artist for 1o years, 
considers what he calls “attachment points.” “l 
look for interesting things happening to their 
faces as the foundation for the digital makeup. 
It’s almost like what I'd look for if | were creat- 
ing a makeup appliance,” he says. 

For example: “One woman had interesting 
eye sockets,” he said, “so | thought that when 
she squinted, | could build something over the 
eyebrow to make her look sinister.” 

Then, he picks the frames he'll use for the 
transition. For the umbrella people, he tar- 
geted the point when they open their mouths 
and start screaming. “By the time you're aware 
that they're screaming, the effect is fully 
brought on,” he says. “It helps that their faces 
are masked by the rain.” 

It also helped that they walked straight at 
the camera and there was no perspective shift, 
so he could work in a 2D plane. The crew disfig- 
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after after 


ured the faces in PhotoShop and tracked the 
paintings onto the faces in Shake. Then, they 
used the spline-based warper in Shake to ani- 
mate the paintings. Because the camera was 
hand-held, it was raining and the people were 
moving, the shot was forgiving enough that 
the crew could change each face uniformly. 

Not so for the church women. 

“The effect really had to be solid,’ Shelton 
says. “The camera was locked off and focused 
right on them, so we had to put more effort into 
hiding the transition.” They did this by starting 
the transitions in different parts of their faces 
at different times using a combination of matte 
paintings and 3D textures. “You might focus on 
their eyes getting a mucous membrane while | 
bring up the distortion in another part of the 
face,” he says. 

Shelton used 3D textures for this shot be- 
Cause he wanted extra distortion and because 
one of the women moved, which caused a per- 
spective shift. Again, he pulled the design from 
the women’s anatomies. “When they screamed, 
they gave me so much to work with,” he says. 
He warped some areas, distorted others, 
changed colors and sometimes built 3D pieces 
to enhance the faces further. 

“| took what their faces were doing when 
they were all scrunched up and based the 


before after 
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effect on that,” he says. “They had wrinkles 
and nice shadows across their faces that 
let me hide extra rows of teeth.” To drive 
veins that popped out he used 3D models 
of the actors’ heads and distorted the im- 
age on their foreheads with a bump map us- 
ing aramp shader. 

In addition to demons, the digital effects 
crew disfigured Emily’s body during exorcisms 
and augmented Captive Audience’s onset Emi- 
ly makeup, rebuilt backgrounds, created digital 
rain and replaced windows in a bar. 

“This was an exciting project because It 
was about the art,” Shelton says. “We were 
left alone. Most of the time you don’t get 
that freedom.” 

Now, Shelton’s question: Digital Domain's 

work on Stealth in my opinion showcases the 
most seamless integration of visual effects 
work ina film to date. My question Is about the 
"ring of fire" in the sky. How much of it was the 
dynamics system compared to practical fire, 
and was the effect initially planned as a practi- 
cal effect? & 
Barbara Robertson is an_ entertainment 
journalist who specializes in computer 
graphics, animation and vfx. If you have a | 
State of the Art question, email Barbara at 
brobertson@animationmagazine.net. 
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Putting character builders in the spotlight 


he economics of the f/x business being 
ic they are (hazardous), if you're a com- 
pany with terabytes of computing power, 
brain power and talent you may want to think 
about diversifying and leveraging all that fire- 
power into the business of creating characters 
and digital creatures. As f/x work has become 
the province of the many in the past decade 
(with ever-cheaper hardware and software), the 
real money Is in inventing distinctive and propri- 
etary digital characters and creatures. Just ask 
: the folks at Sony Pictures Im- 

ageworks. 

Such Is the case with the 
sturdy f/x factory of Los An- 
geles based-Digital Domain, 
) whose execs signaled their 
™ intentions late this past sum- 

mer by hiring former ILM ani- 
mation director Dan Taylor (The Day After Tomor- 
row, Terminator 3: Rise of the Machines, Mighty 
Joe Young). “It’s no secret that Dan is one of the 
premiere animation directors in the industry to- 
day,’ DD CEO Scott Ross said in August. “Dan’s 
work on Jurassic Park and his leadership at ILM 
over the last decade sets him apart as one of the 
greats.” 

So how's it going so far? “Because Digital Do- 
main is a smaller company, | can have more influ- 
ence on what we're doing here,” says Taylor. Super- 
sized ILM, by necessity, is a highly structured and 
compartmentalized place. Any large organization 
needs that to avoid chaos and operate efficiently. 
In fact, says Taylor, film projects were often so big 
at ILM that the teams working on them became de 
facto mini-companies within the company. At DD 
meanwhile, an individual artist can be more of an 
all-court player, engaging in the process at many 
different points. “I like the garage-band mentality 
of smaller companies. | can keep my hand in doing 
some animation and modeling at the same time 
as I'm supervising a whole project.” 

Taylor's addition to the company is expected 
to reap benefits continuing the expansion of DD’s 
character animation capabilities. The studio is 
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committed to build upon the tools and pipeline 
created for the animation work previously done 
on |, Robot (nominated for a best visual effects 
Oscar). Taylor says the company Is currently gear- 
ing up to bid on the creative work for a number of 
projects. “We're well-positioned to do a lot more 
character work,” he says. And as with most things 





Timely Message: Helsinki-based Rinko 
Productions relied on SoftimagelXSI 
and SyFlex to create the effective AIDS 
awareness spots sponsored by the U.N. 


in a highly competitive business, given a certain 
level of talent, it’s a numbers game. “You bid on 
20 and youre doing really well if you get two of 
them,” Taylor says with a laugh. 

Nice work if you can do it. No one begrudges a 
person for making a living using their talents to 
help people sell clothes, cars or snacks. But, if it’s 
not chicken soup for the soul, it is gratifying when 
cutting edge technology can be used to sell the 
world on saving Itself. Case in point: Helsinki, Fin- 
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by Chris Grove 


land-based Rinki Production Ltd., recently was 
hired by production company Also Starring to 
create effects for some United Nations-spon- 
sored spots raising awareness of AIDS and HIV 
around the world. In many African nations such 
as Nigeria, for example, AIDS Is epidemic partially 
because of a lack of knowledge about condoms 
as one defense against transmission of the virus. 
The UN spot Rinki worked on features a couple 
wearing T-shirts with “AIDS” on one and “HIV+” 
on the other. When they touch each other, they 
disintegrate into a pile of dust. Their shirts follow 
them to the ground. 

Rinki is a seven-man operation, so having off- 
the-shelf tools such as Softimage|XSI is a must. 
“We use XSI for productions that require pre-vi- 
Sualization and to make demo versions of the 
scenes and effects,” says visual f/x artist Atte 
Nurminen. “The whole package Is so solid, the 
animation capabilities in particular.” Nurminen 
also took advantage of the cloth simulator SyFlex 
plug-in to get the results he wanted. Rinki had a 
week to turn the project around. Going back to 
basics, they used camera projections to ensure 
an invisible transition from the real shirts worn by 
the actors to the 3D CGI shirts. They created a 
cloth simulation using SyFlex to achieve a natural 
“collapse” of the shirts. “The subdivision surfaces 
tools make modeling faster and there’s no guess- 
ing the outcome,” Nurminen continues. Once he 
was able to match the shape and position of the 
real and simulated shirts, he was able to weave 
the two together and the illusion was achieved. 
“It was pretty simple really. The only thing that 
took some time was finding the right slow-motion 
movement to make tt look real.” With that accom- 
plished the shirts slumped to the ground. 

The spots are initially scheduled to play on 
BBC World, CNN and many local channels in 
Asia and Eastern Europe. You can see the ad 
at thinksaids.com i 
Chris Grove is a Los Angeles-based journalist special- 
izing in visual effects. If you have any tips or sugges- 
tions for his monthly Digital Magic column, you can 


e-mail him at edit@animationmagazine.net. 
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be Photoshop cse 


All right! Font previews! Okay this re- 
view Is done. Well not really, but man, if 
you work at all with type in Photoshop, 
this one feature alone makes the up- 
grade worth it. The new version of Pho- 
toshop actually shows you a preview 
of the fonts in the font list, a missing 
facet which has been something | have 
bitched about for years. | used to keep 
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lllustrator or CorelDraw open just to 
peruse fonts, which I no longer need to 
do. 

Adobe Photoshop Creative Suite 2 
(CS2) contains a suite of programs, 
from Photoshop, to Illustrator, GoLive, 
InDesign and Acrobat Professional, but 
| intend to focus this review primarily on 
Photoshop. Why? It isn’t that the other 
apps aren’t good, but for this audience 
Photoshop Is really the most important, 
and | also have some “issues” with the 
other programs across the board. One 
thing that negates my feelings on this, 
however, is if you’re working in a large 
creative business with multiple people 
doing different things, the Adobe CS2 
Suite of tools becomes much more valu- 
able due to things like file transfer capa- 
bilities and powerful features like Adobe 
Version Cue. This review is more for an 
animator who uses Photoshop for a va- 
riety of purposes, from creating texture 
or background plates to doing clean up, 
titling, etc. 
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Aside from 
the totally 
awesome 
(and overdue) 
type pre- 
view feature, 
there are 
many things 
to like about 
Photoshop CS2 which are much more 
revolutionary. One of the greatest new 
features for anyone who uses vec- 
tor images (or even pixel-based 
ones) inside Photoshop Is the Smart 
Objects option, which gives you 
powerful control for scaling images 
without the aliasing problems found 
in previous versions. This maintains 
the integrity of the 
graphics and “smart 
scales” the image, be it 
vector- or raster-based, 
and works very well. 

Another “Wow!” type tool 
is the Vanishing Point fea- 
ture new to CS2. Vanishing 
Point lets you clone, paint and match 
given parts of an image using an eas- 
ily defined perspective grid, and when 
combined with the power of the Heal- 
ing Brush, it can do remarkable things 
to images with a speed that is simply 
mind blowing. This takes image editing 


Alibi Photoshop 
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to a new plateau, and if you do photo 
retouching or altering don’t check it out, 
you've really missed a great tool. 
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Another feature | have long wished 
for has finally arrived: the addition of 
multiple-layer control. With CS2 you can 
select, move, distort and transform mul- 
tiple layers much like you’d do in a vec- 
tor program by simply click dragging to 
select the objects (layers) you wish and 
performing whatever actions you wish 
to all layers at once. 

For the truly geeky of our readers, 
CS2 now supports the RAW camera for- 
mat as well as 32 bit HDR (High Dynamic 
Range) images, and both are valuable to 
photographers and 3D artists alike. The 
HDR support is particularly valuable. 
And the implementation is really good, 
albeit somewhat simplistic. If you don’t 
know what RAW or HDR is, you probably 


won’t care, but for those who do, It’s a 
big step forward. 

The new Spot Healing brush Is cool, 
as Is the red-eye reduction capability. 
Advanced noise reduction filters, cus- 
tomizable menus and interfaces and so 
much more make for all the more reason 
that you probably will want to up- 
grade your license. | know that in 
the past, there have been a few 
Photoshop “upgrades” that re- 
ally weren’t worth the cost in my 
opinion, but CS2 has more than 
enough new features in my book 
to warrant taking out your weary 
credit card. CS2 is absolutely a 
must-have upgrade for any serious 
Photoshop user. 
Website:www.adobe.com/products/ 
photoshop 
Price:$599 
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VFx From A to Zathura 


Sony Pictures Imageworks blasts off to bring another Chris 
Van Allsburg favorite to the screen. 


ringing to life Chris Van Allsburg’s 
B childrens’ book The Polar Express 

proved to be a wild train ride for 
the vfx wizards at Sony Pictures Image- 
works, but nothing could prepare them 
for taking the reins of a suburban house 
bound for the stars. For Zathura, a sequel 
to Van Allsburg’s Jumanji, the team was 
charged with the unique task of creating 
an outer space adventure that pays hom- 
age to sci-fi films of the ’50s while deliv- 
ering visuals that wow today’s sophisti- 
cated young viewers. To get the inside 
scoop on what It took to realize director 
Jon Favreau’s vision, we spoke with the 
film’s three CG supervisors from Image- 
works (who worked under the direction 
of Imageworks’ Visual Effects Supervisor 
Pete Travers), David Seager (The Aviator, 
The Matrix Revolutions, The Animatrix) 
Bob Winter (The Polar Express, Stuart 
Little 1 & 2) and Bob Peitzman (Hollow 
Man, Godzilla, Starship Troopers). 
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Throwing rocks at the house 

Like Jumanji, Zathura revolves around 
a very special board game with super- 
natural qualities. When two young broth- 
ers (played by real-life siblings Walter and 
Danny Budwing) come across It and de- 
cide to give It a whirl, they find their house 
hurdling through space, taking them on 
an intergalactic journey evocative of the 
fantastic works of Jules Verne. 

The first challenge the game throws 
at our child heroes is a meteorite shower 
that rains red-hot chunks of space debris 
down on their home. 

“That was a fun sequence to work on,” 
says Seager. The production crew built 
a whole house on a huge rig that could 
shudder the whole structure, which 
had meteor holes already cut into the 
living room floor. “It was our job to go in 
and synch up with both the camera and 
the children’s performances to basi- 
cally place meteors shooting all around 
them,” Seager explains. “It was quite a 
bit of work, very manual. Any one shot 
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might have 60-100 meteors that pass 
through. We built a streamlined system 
where all you basically had to say in the 
software was where you wanted It to 
hit, what time you wanted it to hit and 
the angle you wanted It to come in at. 
Everything else was driven off that— 
the smoke trails, the sparks.” 

Seager tells us the whole production 
relied mainly on Houdini for particles and 
other animated effects, Maya for mod- 
eling and match moving, RenderMan for 
rendering and their proprietary Bonzai 
for compositing. 


|, Robot 

One of the bizarre beings the boys run 
into in the deepest reaches of space Is a 
clumsy, home-wrecking android that was 
created with a combination of CG and 
practical elements. “It was a pretty even 
mix,” notes Winter. “There were probably 
about six shots where we went with 
a full CG robot, but other than that we 
took the initial photography where they 
had a stunt guy in a black leotard with 
the torso of the robot on. That way they 
could block out where he was going to 
move in the room and actually have him 
Interact with props and crash through 
walls. In those shots, we were respon- 
sible for adding the CG arms and legs.” 

Winter and his team painted out the 
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stuntman and filled in the robot’s spin- 
dly extremities with animation, accom- 
modating for the natural squash and 
stretch of the human spine by applying 
a piston motion between the hip and 
torso assemblies. 

Winter was also responsible for a 
number of sequences involving vari- 
ous planets, including the shot where 
the boys open the front door and real- 
ize where they are. “It’s a big moment 
in the film where it’s revealed that 
they are in space, and | think the over- 
all consensus was that when we saw 
Saturn out there, it was interesting but 
needed something to make it a bigger 
moment,” he says. “What we ended 
up doing was getting into the rings of 
Saturn and built a particulate ring. We 
had about 25 hero asteroids that we 
modeled and instanced over a million 
of those and ended up with a composi- 
tion that looked as if the porch of the 
house the boys were walking out onto 
was right at the edge of the rings.” 


Attack of the Zorgons! 

Another sequence Seager spear- 
headed is a scene where the space- 
traveling house Is besieged by a nasty 
race of lizard creatures known as 
Zorgons. The house was built in min- 
lature and the Zorgon armada ended 
up being a combination of practical 
miniatures and CG models. Seager 
recalls, “[Favreau] and visual effects 
Supervisor [Joe Bauer (Elf\] decided 
they wanted to use the practical ship 
for the really close-up shots. They 
only had one practical ship and it was 
about 20 feet long.” 

For scenes where the Zorgons are 


seen in all their scaly 
glory, Peitzman and 
company used digi- 
tal technology to 
augment the rubber, 
animatronic Suits 
created by Stan Win- 
ston’s studio. Since 
the Zorgon’s 4-foot- 
long, | puppeteered 
heads protrude from 
the actors’ chests, 
the artists had to 
paint out the blue 
screened heads of 
the actors and clone 
in the missing scales 
on the aliens’ backs. 
“For the most part, 
that was done with a 
matte painting that 
was hand-tracked 
in,’ Peitzman tells us. 
“The heads would at times become 
pretty heavy, so they couldn’t do a lot 
of running shots and things like that. At 
times they’d be suspended from cables 
on tracks, so we had to paint out the 
track above the cables.” 

The Zorgons, who travel the uni- 
verse collecting garbage for fuel, also 
eat space goats, which look pretty 
much like normal goats until four 
eyes pop out of their heads on 6-inch 
Stalks. “That was a little tricky be- 
Cause we didn’t have any goat heads, 
goat skins, goat textures or anything, 
SO we just had to fake a match move 
and build a goat head—very squashy 
stretchy kind of stuff,” Peitzman ex- 
plains. “It stands out a bit from the 
rest of the film but, from the director’s 





point of view, it helped break up the 
darkness of the scene.” 


The Black Hole 

Without giving too much away, Zathu- 
ra’s climactic sequence involves a de- 
structive black hole, which was created 
by pointing the camera down at a large, 
black disc that had real explosions and 
gasses firing off underneath it. Seager 
says this kind of variety in the effects 
work kept the project interesting and 
enjoyable. He also speaks for the rest 
of the crew in noting how nice it was 
to have the production shooting on a 
nearby soundstage that they could visit 
regularly. “It felt a lot more like we were 





Zathura rockets into theaters on 
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Young animators reap the rewards of a fruitful relationship 
between CalArts and the city of Los Angeles. by Ellen Wolff 


famed Disney Concert Hall, watch- 

ing one of your own animated proj- 
ects playing on the big screen. Then 
picture that happening to you as a high 
school student. While that sounds like 
a fantasy, It’s actually been a reality for 
scores of student animators involved 
in the city of Los Angeles’ Community 
Arts Partnership (CAP) program during 
the past 15 years. 

CAP was formed in col- 
laboration withLos Angeles 
and the California Institute 
of the Arts, the prestigious 
college in the L.A. suburb of 
Valencia that has trained 
directors such as John Las- 
seter, Tim Burton and Brad 
Bird. The goal was to bring 
the CalArts educational 
approach into community 
centers and offer it free to 
young artists. CalArts faculty and stu- 
dents would act as mentors, working in 
Small groups to provide personalized 
attention. According to program direc- 
tor Glenna Avila, who’s been involved 


magine sitting in a theater at L.A’s 
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with CAP since its inception, “This is 
the largest effort by any college in 
the country to offer a program free of 
charge. There are colleges that have 
fee-based programs, but we try and 
make this program accessible to every- 
one.” 

While CAP began with just three 
community centers, it now reaches 
students at go locations across L.A.’s 
far-flung geography. Animation training 


“We tell them not to feel embarrassed 
about their drawing level, that drawing 


isn’t the most important thing. It’s 
creativity and storytelling.” 


—Community Arts Partnership teacher Ruben Esqueda 





is offered at six sites—Banning’s Land- 
ing Community Center in Wilmington, 
the Center for the Arts in Eagle Rock, 
the San Fernando Gardens Community 
Service Center, The Watts Towers Art 
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Center, the William 
Raegh Los Angeles 
Photographie  Cen- 
ter and the Inner § 
City Arts program in § 
downtown L.A. The 
latter, which teach- 
es animation to both 
elementary and high 
school students, Is 
where you'll find full- 
time CAP teacher 
Ruben Esqueda, 
who credits his early 
participation in CAP Ruben Esqueda 
with inspiring him to 

enroll in CalArts Experimental Anima- 
tion Program and eventually become a 
teacher himself. 

“When | was growing up, | never saw 
myself going to college,” recalls Esque- 
da. “I was working at 16.” He initially 
got involved with CAP’s theater group 
and through that learned about CAP’s 
weekly animation classes. “I'd always 
been drawing, and | thought 
that was a way to spend an 
afternoon,” he admits. “But 
the mentors from CalArts 
really challenged me and 
showed me this could be 
more than recreation.” 

Esqueda later became 
one of the nearly 100 CAP 
students who’ve gained ad- 
mittance to CalArts, and he 
benefited from scholarship 
funds that the program provides. While 
those funds previously were available 
only to CalArts enrollees, Avila notes, 





Glenna Avila 
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~ Blu, created by CAP 
elementary SCh@ol.. 
students, was 
Selecte 
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Opportunities 
continued from page 46 


“This year there’s funding to apply to 
other colleges, too.” Among CAP’s most 
notable successes Is the fact that 75% 
of CAP participants go on to higher ed- 
ucation, compared to 25% of students 
from the same neighborhoods. 

Esqueda was a CAP mentor while at- 
tending CalArts, and he finds it interest- 
ing to go back there to recruit current 
students to become mentors. While 
student teachers do receive a stipend 
to participate in the program, Esqueda 
believes their interest is piqued when 
he shows them DVDs of past CAP ani- 
mation. “They get the sense that they 
can experiment with the same disci- 
plines they’re studying at CalArts and 
also inspire others.” 
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CAP students at = 
Inner City Ants witha? 
CAp Faculty member 
and assistant dear. 
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CAP — students 
benefit from more [aw 
than CalArts ex- 
pertise, too. In 
2002, the CAP 
program was ex- | 
panded to include 
The Sony Pictures 
Media Arts Pro- 
gram, which has 
brought donations 
of Sony cameras 
and computers to 
five CAP sites. As 
Avila notes, “We’ve 
gotten wonderful 
donations of Mac- 
romedia software 
like Flash and Dreamweaver.” Grant 
money has enabled CAP to purchase 


, “mmm =Videoconferencing 
\ 4 

an 

— \ 





equipment that con- 
nects media labs 
in 10 different L.A. 
neighborhoods, and 
to buy Apple Ma- 
cintosh computers. 
(Attention CalArts 
alumni working at 
Pixar: Send memo 
about CAP to Steve 
Jobs!) 

Avila observes, 
“Even though we set 
up all this technol- 
ogy, the CalArts 
method of teaching 
animation goes back 
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to the basics. So we're teaching life 
drawing, with live models.” 

The approach taken in animation 
classes, which typically range from 15 
to 25 students—is to treat the stu- 
dents like a production crew. “Everyone 
has a role,” explains Esqueda, “and they 
can switch roles. The first semester is 
training in how to do animation, and the 
second semester Is the production of a 
film. They begin by doing animatics of 
their ideas, which are under a minute 
or two. We tell them not to feel embar- 
rassed about their drawing level, that 
drawing isn’t the most important thing. 
It’s creativity and storytelling.” 

Several CAP films have attracted at- 
tention on the festival circuit, and Avila 
intends to actively pursue submissions 
to animation competitions. The film Blu, 
created by CAP elementary school stu- 
dents, was selected for the Syracuse 
International Film and Video Festival, 
while high school student Josh Bitzer 
won a top award from the Black Holly- 
wood Education & Resource Center for 
his stop-motion film Not Meant To Last. 
For Esqueda, who has 10-years’ perspec- 
tive at each level of CAP, the judgment 
is Clear: “Every year has been more suc- 
cessful than the year before.” & 

Ellen Wolff is a Los Angeles-based 
journalist who specializes in visual ef- 
fects, animation and education. 

For more information about the 


Community Arts Partnership program 
visit www.calarts.edu/cap 
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ANIMATION SUPPLIES 
= “All patdgg ata Needs! 


= Everuthing for the Professional & Amateur 
» Wholesale Prices, (Most Oniers Sinead Phe ait Lay 
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Fearuring Our OW... 
CEL-VINYL PAINTS 
\\, @ad Acrylic Animation Disca 


LARGEST SELECTION OF ANIMATION 
zn BOND & ACETATE ANYWHERE! 
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n3to/e } | 7° 800/523-3665 Fax 310/898-2597 
POL4 Lindblade Street, Culver City, Grt FOZ52 





wWwww.cartooncolour.com 





Animation Equipment 
School PO’s Accepted 
Teacher Workshops 

New Mini Pencil Tester 

Discs, Paper, Lightboxes 
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— 
yhkL02y Animation Supplies at a Discount! 


Bil )CartoonSunolies.com 


UTIs INTERNATIONAL 






PUNCHED ANIMATION PAPER $8, 95 
*Pencils "Books "Comic Paper 
*Lightboxes "Tables "30 Tapes 
"Peg Bars "Discs "Field Guides 
"Hole Punches | “Software *Pencil Testers 
951-693-5086 


wWWw.cartoonsupplies.com 
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* Under the supervision of Disney character 


designer Harald Slepermann 
* Language of Instruction: English 
* Areas of Application: film, computer 


games and virtual worlds 


THE GERMAN FILM SCHOOL is looking for 
European and American students willing 
to upgrade their studies with a German 
Master, The state-recognized university is 
training Digital Artists in CGl theory and 


\ ti 


THE GERMAN FILM SCHOOL _ 9 


LG tty 





oractice since March 2000. 






In 2003 the film school was selected 
as a Professional Training Center for 
Animation” by CARTOON, the European 
Association of Animation Producersy 






Keep anything in Maya synchronized with speech, | ; 
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Facial Animation = ks. a 
Animate using AVI as abackground 

Realistic texturing a 
Take photos and get texture \ | 

Automated lip-synch \ 

Easy modeling 

Export-import from 3ds max or Maya 


Lifemode Interactive 
www lifemi.com 
salesimlifemi.com 


"PlayStation" is a registered trademark of Sony Computer Entertainment Inc 


Abox is & registered trademark of Microsoft Corporation 
in the United States and/or other countries 
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Tey Sas are a LIQUIO = 
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q; ETE (S SHOWING HIS BUDDIES A 


SCENE FROM HIS NEXT SHORT 
ANIMATED FILM !..., 















ALL HAIL 
» LIQui? 
ye LowGeD:! 






‘I THINK THIS 15 SOME OF MY BEST WORK 

f/ EVER! ANDI Owe Epi TO LiaUuIiDp croweoe, 
ANEW FLUID MoT) WITH IT, I CAN MA 

1) THE LAVA SWIRL, "BUBBLE, ‘SPLASH AND Glow! 















w HERE IT 
IS, GUYS!... 


AND ITs 5o EASY To wse! 


















eCuys, I WAS GOING TO 
START STORY BOARPING | 


“you DID ALL 
THAT WORK ON 
THAT SCENE 
AND You DON T 
“ HAVE ASToRY? / 


Gcuyvs,Guys,PLEASE?! 
iF You'LL FusT LET ME 
SsHoWw vou WHAT ELSE 
LIQUID GLOWGOD CAN 
po, TM SURE You’LL 
AGREE THAT MY 
PECISION TO RECKLESS - 
LY PLUNGE INTO MY 
EXT Pekin gl ay WAS. 


























PETE, You'RE ALWAYS | 
THE FIRST ONE TO 
CRITIC/ZE HOLLYWoop 
FILMS FOR SPENDING 
Too MuUcH ENERGY ON 
SPECIAL EFFECTS ANP 
NOT ENOUGH ENERGY 
ON A GooD STocRY! 
FEMEMBER. THE 
CHRONICLES OF FIDD/ICK? 
OR THE LEAGLE OF | 
EXTRAOERPINARY 

| GENTLEMEN 7 ALIEN 32 


DUDE, How CoWwLp vou? You've 
BETRAYED EVERN THING WE, AS 
ARTISTS WITH INTEGRITY, STAND FoR! , 

















rs TIME TO nce “ 
ALWATE OUR RELA- 
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4206! T'mM LEFT ALL 
ALONE WITH No BuDps 
AND A GOOFED WP 
SHORT FILM? WELL, 
WHO CARES?!= STILL Wh 
HAVE AAY Li @uiD GLOow- Jit 


, GOD PLUGIN /.. t 7 : Ae Ore 


4 Ay ETES FRIENDS LATER 
BROKE INTO HIS 
HomME AND DESTROYED 
ALL COPIES OF THE 
PLUGIN, AND Hy ag oor 


BACK TO AAK 
| SHORTS STORY y FIRST! 


BUT THIS PLUGIN MAKES POLYGON : 
| MOTION AND CONTROL SILKY SMooTH! 
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In the Next Issue of 









Animation Instruction Books 
for College level students 
written by 


Brian Lemay 
Lead Animation Intructor 
at Seneca College 


-Layout & Design Made Amazingly Simple 
-Advanced Layout 4 Design Workbook 
-Layout Examples 


-Designing Cartoon Characters Vol. 1 & 2 ] Going Ape over | The Animation Oscar 
-Animation: The Basic Principles King Kong Race Heats Up! 
-Animation Tips & Tricks 
-Animation Kits: Levels 1 - 4 : Z 
eae re tieaMn. a [] All the Cool Toon [] Studio BS Class of 
——— alleround the world Anniversaries of 2006 the Titans makes the 
e-mail for further information grade. 
blemay@pathcom.com 
or visit our website 
@www,brianlemay.com 
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A Day in the life 


We were so excited when Josh Scherr, an animator for dynamo Santa Monica gaming house 
Naughty Dog, decided to take a bite out of his daily routine and share with us. Maybe If we’re 
sood he'll give us a treat and a copy of Naughty Dog’s Jak X: Combat Racing. 

ee oe : 











PARTING SHOT 


Ah, there’s the nice sign. 


The Jak statue at the 
| entrance silently chides 
Using “the look,” my naughty dog | arrive at the swank offices of me for just barely 
Arthur, tries to lull me into staying Naughty Dog, where no decor making It in on time. 
home. He is nearly successful. expense Is spared. 






Onto the high 
prioritiy items 
of the day... 
Yoga! 


After checking my emails, | get Bob Rafei, Naughty Dog’s art director, 
back to work on a scene for ends our discussion with the 

the Daxter PSP game Ready At traditional offering of a hug. 

Dawn. 





ch 
| = 


; = ~ a | a 
or "7 ae. Be ia 

Here I am at Giant Robot, my Starting to feel the effects of 
comic book and cool t-shirt mecca. _post-lunch food coma. 













Lunchtime at Hide Sushi to celebrate 
our latest release - Jak X: Combat 
Racing. Not that | need an excuse to 


Watergarden - the 
“videogame level 
view” from our 


eat raw fish. kitchen balcony. 
1‘ | Designers 
\ Ei: Richard and 
I , Yasuhara 
triumphantly 
"9 hold a retail 


copy of Jak xX: 
Combat Racing. § 
They want you @ 

to buy a copy. 

Look how happy 





| 





The two Erics watch Charles Going over the animation Eric, Kion, Greg and I they are! Don’t 
destroy his Jak X opponents schedule, | reach for a snack in watch a demo reel. Or you want them 
online.| (Note the prototype chewable tablet form. maybe this was the video to be happy? 
banana controller in Eric’s hand.) of the nunchucks guy Don’t make 
falling on his face, I don’t me come over 
remember. there! 
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| Pico Pee ee RP ee ed fe ivi, ym, la i Vous? eel ‘GA fh mw 
authorize [ATSE & MPMO* to represent me in collective bargaining and to negotiate and 
conclude all agreements with my employer, 








er ee | en 
regarding the terms and conditions of my em ployment. Ifthe union obtains an agreement with 
my employer, | understand that | am free to negotiate more desirable terms on an individual 
basis. | understand that when the majority of employees authurize union re Presentation, 
recognition from my employer may be obtained without an election. 
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Received by 


ee 
"Intemational Alliance of Theatrical Stage Employees and Moving Machine Operaior f the United 
Slates and Canada, AFL-CIO : E a mf ile 
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ARE YOU SICK AND 
TIRED OF BEEING ABUSED BY 3 
YOUR NON-UNION EMPLOYER? \ pele 
FED UP WITH WORKING OVERTIME tl 
WITHOUT PAY? THE MEANS TO SAVE YOUR 
CAREER IS ON THIS PAGE. FILL OUT THE 
ABOVE CARD AND MAIL IT TO: M.P.S.¢. LOCAL 
839, 4729 LANKERSHIM BLVD., NORTH HOLLYWOOD, 
CA 94602. IT'S YOUR FUTURE? 

CHECK QUT OUR NEW WEBSITE AT http: //wew.mpsc839.org/mpsc839 
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All 26 Episodes 
First Time on DVD 


Special Features 


Over 11 Hours of Original Programming 
¢ Retrospective Documentaries 
¢ Commentary on 2 Episodes 
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aS Hanna-Barbera.© 2005 Hanna-Barbera and Warner Bros. Entertainment Inc. All rights reserved. if 


THAN THE AVERAGE DVDs! 


Over 9 Hours of Restored 
_ and Remastered Episodes from 
| >, the Emmy* Winning Series 


All 33 Episodes of 
the Original TV Series =e 


Restored and Remastered fue” See 


aa 


; (eq) OO bax] 
-. i my a DIGITAL 


classicartoonsdvd.com 
dai HUCKLEBERRY HOUND, YOGI BEAR and All Related Characters and Elements Are Trademarks of and 
AI t © Hanna-Barbera. © 2005 Hanna-Barbera and Warner Bros. Entertainment Inc. All rights reserved. , 
~E” — *Huckleberry Hound Became the First Animated Series to Win an Emmy for Best Children’s Programming. 


> THE FLINTSTONES™ and All Related Characters and Elements.Are Trademarks of and © J \di 



































